






































No silly hats, no super-secret handshakes, no 
hardtoeam merit badges, just tons of cool stuff! 

Only one club gives you everything a Nintendo Player could want- 
automatically! Just sign-up for 12 issues of Nintendo Power 
Magazine for only $15, and you'll get Super Power Club 
benefits all year long! 


Way more than a subscription! 


There's nothing like Nintendo Power Super 
Power Club-we Ve taken all die best parts of 
Nintendo Power Magazine, and Supar-charged 
diem to give you more playing power than ever 
before! Just look at everything you get! 


MORE THAN EVER BEFORE—STILL JUST $ 15! 










Membership includes your monthly 
Nintend o Power magazine Every 
month you'll get ips, strategies, full- 
color maps and reviews lor all dine 
Nintendo systems, straight from the 
pros at Nintendo. 


CERTlFICJmS 

A full year gels you $36 m exclustvtS 
Power Certificates to help you get the 
hottest gam paks at reduced paces 
Subscribers will find the first set of 
certificates in their October issues. 




SUPER POWER 
ISSUE 


Coming in January ,; this members-only 
issue is a year-sndlook at Nintendo's 
best and if s packed with exclusive 
stuff that won Y ba available tn stores. 
Its the best of the best, plus a look at 
whafs next from the world of Nintendo. 


N/NTt 


TOP SECRET 
PASSWORDS 
PLAYER'S GUIDE 

This exclusive guide with passwords for 
over 130 titles will gna you unmediata 
access to new levels of challenge, h's 
over 160 pages of top secret codes hr all 
three sxshmanmHhptiPower Club 
getitFREEm, 


TRADING CARDS 

Every month you‘llget6Power 
Trading Cerds-thay feature stats 
and challenges for your favorite 
games You could score a free 
game pak every month, just by 
collecting the winning sets. 


POWER CLEANING 
SERVICE 

Get the%%st power out of your Nintendo 
system wttiMree cleaning at your 
participating otiiqtal Nintendo World 
Class Service ® 


JOIN NOW!—CALL l-800-255-3700 (CODE sm 

... H rifl r Mnflh» ffWIM* t*M 



















It's easy-just subscribe to Nintendo Power 
Magazine and you're an automatic Super Power 
Club Member! Then you'll get exclusive club 
benefits all year long! 




□ YES! GIVE ME A FUU YEAR- 

for just $15!* Club benefits include 12 issues of 
Nintendo Power. 


□ YES! GIVE ME 2 FUU YEARS- 


for just $30!* Club benefits include 24 k 
Nintendo Pow er. 





* Prices l«t9d ep^y to U S resident! edy Washington Steta rewdsnb edd R2% biI?*- ton totil S32.4P tot e 2 yesr 
membership end SIS 23 lor e 1 yeor membership Cenedren residents pay J4434 Canedron funds fer e 2 yeer 
membership end S&47 fere 1-ytarmembefshipfncli>ws?% GST), 
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Membership includes yaw monthly 
Nintendo Power magazine Every 
month you‘11 get bps , strategies, full- 
color maps end renews for all three 
Nintendo systems, straight from the 
pros at Nintendo. 


PON 

CEKTIFI 




A full year gets you $36 in exclusive^ 
Power Certificates to help you get the 
hottest game paks at reduced prices. 
Subscribers wdl find the first set of 
certificates in their October issues. 


SUPEH POWER 
ISSUE 


Coming in January, thismembers-only 
issue is a year-end look at Nintendo’s 
best and tfs packed with exclusive 
stuff that wont be available in stores. 
IPs the best of the best plus a look at 
what's next from the world of Nintendo 




TOP SECRET 
PASSWORDS 
PiAYER'S GUIDE 

This axetusive guide with passwords for 
over 130trtfes wdl give you immediate 
access to new levels of challenge It's 
over 160 pages of top secret codes for all 
three systems, amfSoperPowerClub 
get rt FREE in Iwbomhert 


TRADING CARDS 

Every month you’ll get 6 Power 
Trading Cards-they feature stats 
and challenges for your favorite 
games. You could score a free 
game pak avery month, just by 
collecting the winning sets. 


POWER CLEANING 

SERVICE 

Get thefoqst power out of your Nintendo 
system wtm^free cleaning at your 
participating official Nintendo World 
Class Service® 


JOIN NOW! — CALL1-800-255-3700 (CODE 590) 































The new SUPER NES CONTROL SET" gives 
you the ultimate power of choice. We've given 
Mario a break by taking the Game Pak out of 
the package and lowered the price to put the 
control where it belongs — with you! So the 
question arises: Which game will you buy 
first? How about the arcade sensation Street 
Fighter II? It's a knock out! Are you into art? 


Mario Paint (sold with the new Super NES 
Mouse) may be just the ticket. How about the 
new epic Legend of Zelda game? F-Zero? 
Final Fantasy II? Are your sights set on the 
amazing Super Scope 6? The choice is yours. 
And with a price tag of only $99,99* lookin' 
you in tbe face, how can you refuse? Exercise 
your power to choose. CHOOSE CONTROL! 



Make your choice from over 125 Super NES games 
planned for release by the end of the year. 


Nintendo 


* Suggested retail price. 
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FROM TIME TRAVEL TO SPACE TRAVEL, GAME BOYS ARE 
EVERYWHERE! WHERE WOULD YOU PLAY? HERE’S WHAT 
SOME OF YOU SAID- 


I’d play on the Sun, in a garbage truck, 
in a junkyard, in the middle of the 
Pacific Ocean, in the center of the Earth 
or when Im going off a 700-mile high 
dive! (Maybe not.) 

Bobby Dezfull, Portlnnd, DR 

The most excellent place to play would 
be on the rings of Saturn doing an 
18,000-degree spin. What an awesome 
experience! 

Travis Rn jewski, Vnrsailes, KY 

How about on Mount Rushmore to 
show the Presidents what they're miss¬ 
ing!?! 

Brinn Cookn, Centerville, AL 

Td choose to play it on a mountain of 
SI00 bills. After I was done playing, I 
could buy some more games to try out 

Jim Ekdnhl, Chnboygnn, Ml 

Td play in front of four TVs. I'd play 
Game Boy with one hand and use my 
other hand to control my NES and 
Super NES controllers and run on the 
Power Pad while watching my favorite 
TV programs-Captain N and Super 
Mano Bros. 

Dnniel Lap., St Albnns, WV 

During 7th period English, I’d link up 
with three other people and play F-l 
Race while Mrs. Mauscrt gives kids 
detention. 

Kria Kundmunllnr, N. Bnnnington, VT 

Td play at the factory where the games 
are made because when I finished one 
game I could play anothcrone. 

Tiffnty Lampkins, St Louis, MO 

Td play in another galaxy; preferably in 
the Buttcrfinger Galaxy, but our own 
Milky Way will do. 

Colin MncCnll, Corte Madera, CA 


It would be awesome to play at 
Nintendo Headquarters in Washington 
with all the pros! 

Grnnt Gordon, Wnstfield, N J 

Once in Super Mano World, I would 
play Super Mano Land against Mario 
while making sure Yoshi didn’t cat my 
Game Boy. 

Snti Singleton, Bronx, NY 

I would play in the center of the Earth 
where it would be nice and quiet. I 
would be sure to bring lots of battenes so 
I could spend hours, days, even years 
playing away from my two maniac 
brothers who are always fighting and cre¬ 
ating tons of noise! 

Penn Wilbert Dnyton, DH 

I would choose another dimension. I’d 
play my Game Boy inside a Game Boy* 

Craig Heyhonr, Pinellns Park, FL 

Td help Samus in Metroid II on SR388 
After we defeat the Queen Metroid, we’d 
chow down on space burgers and shakes 

Dnmon Rolls, Annnpolis, MD 

Fd play in a hotel in Las Vegas because 
there’s nothing else to do there when 
you’re eight years old! 

Striven Horan, Novi, Ml 

I’d build a time machine, go back to 
20,000 BC and show all the prehistoric 
people how to have fun. .Nintendo style. 

Lauricn Millnr, Wichita, KS 

True story: I have played my Game Boy 
in a pool and in a bathtub! I put it in a 
Zip-Loc bag and MADE SURE the zip¬ 
per was closed. It worked perfectly, but I 
couldn’t hear the awesome music. 

Billy Tomba, Jackson Hnights, NY 

Pretty cool idea, Billy. However, we don't 
recommend it! 


A POWER PLAYER 
GETS HIS WISH 

Way back in your first issue (on page 
100) you printed a letter from 15-year- 
old Trey Sullivan of Raymore, MO. He 
stated that he didn’t think there was a 
player better than him at Super Mario 
Bros. He hoped to someday find a bet¬ 
ter player because he always liked a 
good challenge. Well, he’s found what 
he was looking for! 

He’s now 19 years old and living here 
in Pacific Grove, CA. Hes in the Air 
Force and studying Arabic in my class. 
We both live in the same apartment 
complex and play the NES, Super NES 
and Game Boy together. Toe only 
game he gives me a real run for my 
money in (and weve played 65 differ¬ 
ent games) is John Madden Football 
for the Super NES. I really tripped out 
when I was going through my back 
issues and saw his name! I thought <l No 
Way!” but I asked him and sure 
enough, it was him. Now he doesn’t 
wish he’d found a better player! The 
moral of this story: Be careful what you 
wish for, you just might get it! 

AIC Andrew J. Macks II 
Pacific Grove, CA 


Have you met your match dur¬ 
ing game play competition? Fill 
us in on the details of your 
toughest competition or your 
greatest game play victory. 

NINTENDO POWER 
PLAYER'S PULSE 
PO BOX 97033 
REDMOND, WA 
98073-9733 


NINTENDO POWER 










1-800-521-0900 
Subscriplions and renewals anl] 
24 hours a day 7 days a week 


1 800 255 3700 
(TDD 1 800 422 4281) 

Call for service, genera! assis¬ 
tance or to change your address 
between 4om and midnight 
Pacific time, Monday through 
Saturday or 8am and 5pm 
Sunday 

French and Spanish speaking 


1 206 885 7529 
(TDD 1 206 883-9714) 

Slumped by a game* Call our 
Game Counselors for help 
between 4am and midnight 
Pacific tim*, Monday through 
Saturday or 8am and 5pm 
Sunday lt f s lang distance, so 
before you call, be sure to get 
permission fram whomever pays 
the bill 
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Have you ever wondered who conjures up 
and designs video game characters? For 
example, in Mega Man BZ, what dement¬ 
ed person thought up Dust Man? Sorry to 
burst your bubble, but it wasn’t Dl Wily! 
Recendy, in Japan, a contest was held in 
which game players could submit theit 
ideas for characters, weapons and bosses 
for the upcoming Mega Man Y Capcom 
would like to have the same type of input 
from game players in the U.S. and 
Canada. Here’s the deal: send us your best 
ideas fot Mega Man characters and we 11 
pass them along to Capcom. In addition, 
we’ll feature the best ideas on our pages 
hctc. Please send names, abilities and 
drawings of your characters. Artistic talent 
is not a requirement. Just think, YOU 
could be the person responsible fot creat¬ 
ing the ulumate challenge for Mega Man! 
Send your ideas to: 


Brainstormin’ for Mega Man 
P.0. Box 97033 
Redmond, WA 98073-9733 


By submitting your character concept to Nintendo you are releasing all nghts for uan of your character to 
Nintendo af America and Capcom You understand that your character may be featured in an actual 
future Capcom video game 


MEGA MAN NEEDS YOUR HELP! 


EDITOR'S CORNER 

Cwrentfy, Nintendo Power hos five Player’s 
Guides ovoiloble—the NES Gome Atlas, 
Gome Boy Player’s Guide, Mono Monio , 
Super NES Player's Guide, ond our newest 
creotion, The Legend of Zelda-A Link to the 
Post Player's Guide. The on-going success of 
these guides prompts us to be/ieve that you, 
the p/oyers ond reader^ wont more. Guess 
what? Player’s Guide number six is in the 
works! Our next hook wilt take you stroight 
into the heort of numerous popular pass¬ 
word ond stoge select gomes. If you’re the 
type of gome player who hoords posswords, 
this will be just the book for you! We’re 
ontiapating the new book to he completed 
in November. We’ll keep you updated . 1 

> Gail Tilden 

Editor in Chief 
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The first three Rounds of the game take plao. on 
land, meaning that Felix will Power-Up with the 
Magic Hat, Rocket Car and Tank. Always enter 


* 1992 Hudson Soft 
Felix The Cat Productions Inc 
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Felix balloons may contain Power-Ups, 
extra points, or just hot air. You never 
know what’s inside, so grab them all. 
The more Power-Ups Felix collects, the 
more hits he Can take He can also attack 
from farther away when Powered-Up. 


The Fall* Sob it the ultimate under 
wafer craft It fins fast torpedoes ond 
moves swifrtv 


BOXING GLOVE 


Evan whan Fall* hasn t grabbed a 
PowarUp Hnart. he II be able la attack 
foas using the Boxing dove 


Fdix can keep afloat with thi* rubber 
Life Raft, but he will de better if ha 
gats a Power Up. 


MAGIC HAT 


DOLPHIN 


Power Up ta a Dolphin in the wafer 
areas. You II jump and swim with ease, 
plus shoot beach bolls 


Felix s attack with the Magic Hat is □ 
shower of stars that shoot out in a 
circle araund him 


ROCKET CAR 


UMBRELLA 


This is the bosic mode of travel in 
stages You can float about and p 
your cirbome enemies 


The second Power Up in land areas is 
the Rocket Car, which fires a powerful 
missile at enemies 


TANK 

The third Power Up is the Tank, which 
labs shells. The shells bounce lo the 
edge of the screen. 


BALLOON 

The first sky stage Power Up is the 
Felix Balloon. Use fnsbees to knock 
bids out af the air 


AIRPLANE 

The Airplone is the second Power Up 
for feline Bight li fires propellers 
across the screen. 


Felix can swim underwater with the 
Diving Mask, but he II have lo punch 
enemies with the Boxma Glove 


SEA TURTLE 


SPACESHIP 


Grab anfa the Sea Turtle for a wild, 
wel nde The Turtle shoots powerful 
bubbles la attack enemies 


Take a Spaceship to the Moon to 
reach the Professor You con blast 
aliens and asteroids clang the woy 


the big Magic Bags when you have the chance. You can earn 1-Ups 
and Power-Ups. At the end of the three Rounds, you’ll find Poin¬ 
dexter and his mechanical donkey. Try to go in fully Fbwered-Up. 


Magic Bag 


Imide the Mcgiq 
Bags, Felix usually 
earns Power-ops, byt 
♦he Magic Bag at 
ibe end of the 
Round contains the 
find boss character 




Poindexter 

Avoid Poindexter s boll by 
lumping ta the middle plotform, 
then jump in close ta attack. 


FELIX 
TH E CAT 


That wonderful cat, Felix, has arrived 
from Hudson Soft with his magic bag 
of tricks. The result is lots of feline fun 
for your NFS starring one of the best¬ 
loved comic figures of the last 50 years. 
What’s it all about? The Professor has 
captured Kitty and it*s the job of Felix 
to track them down over nine stages 
and set things right. Whether you’re 
pouncing from platform to platform or 
floating through the foe-crowded 
clouds, the action never stops. 


9 

































































The Umbrella is 
basic transportation. 



The connans are (he primary threat 




Round 2 starts off with Felix taking to the 
air. His Magic Bag provides a lift with the 
Felix Balloon and Airplane Power-Ups. 
You can fly above the screen in relative 
safety, but watch out for the cannon shots! 


a 


4 


n 


: • 




Magic Bag 



2-3 




Master Cylinder is the bad guy at the end 
of this Round. Before you reach him, you’ll 
have to make your way to the far north. If 
you find an F symbol along the way, you 
can push SELECT for a free Power-Up. 


Magic Bag 


3-2 


Magic Bag 
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Felix !hrows Fnsbees 
from hu Balloon. 






Avoid the big 
foil by 


FELIX 
THE CAT 


Ba s q ^ 


- ^ £>v 

Powerir'4-up — 

early in Round 3 1 
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/ Magic Bag 
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Magic Bag 
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ELLr , Z 



Mailer Cylinder firox ihree rods at Felix 
while bouncing up end down on the right 
side of the room The rods are easy to 
dodge Attack from c distance 


Don t miss the 
Poww-Up m thfc 
firs! Magic Bag 


Mag 


Bag 
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Keep awoy from Gulpo ond dodge 
his bubbles from behind ihe blocks. 
If yoo hove the Sob, yoor torpedoes 
hove a Jong range 


The Life Raft and Dolphin keep you bobbing an ihe 
surface through Round 4-2 


ROUND 


By land and sea, Felix pursues the blobish Gulpo. In 4-2, 
you’ll find yourself on the surface, rowing a Life Raft and 
riding on a Dolphin. By the time you reach 4-3, you’ll be 

underwater, fighting off jellyfish. Make 
sure you Power-Up to the Submarine by 
the time you reach Gulpo. 


tl <>■ 


•# 

a, 

w £ 

t 



ROUND 

5 



One shot from the Tank will 
fossilize this sorry sourus 



Round 5 is a primeval world of dinosaurs and erupting 
volcanos. The beasts Felix runs mto can’t cope with his 
modern Rocket Cars and Tanks. In 5-2, Felix flies the 
ancient skies while dodging rocks. Finally, he meets up 
with a gun-toting fake Felix at the end of 5-3. 


& m 

fa f| . ^ i 

The primitive green critler spils 
rocks into the sky os Felix 
soars past 


Danger comes 
below Good 
Power Ups save 



Moster Cylinder is back. You can lube 
him for good by giving him a torpedo 
|ob 


The Sub s torpedoes 
will fry any fish in the 


sea 


ROUND 


Felix is back on the rocks in Round 6. This icy world 
is no place for a swim, but our fearless feline laughs 
in the face of fearful frostbite. Both above and below 
the sea, Felix must prepare for a rematch with Mas¬ 
ter Cylinder 
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Stay neor the ice bergs la slay 
clear of enemies 












































Poindextars sncwbolls bounce at 
first Be careful when lumping over 
them or due long undarneoth. 


FELIX 
TH E CAT 


ROUND 


At the North Pok, Felix is up to his 
whiskers in trouble from snowballs 
and frozen flounders. Then be must 
in;ike his way through a snow castle 
filled with bats. Don’t miss the 
blocks that spell out Felix, because 
you can Power-up there. Poindexter 
returns at the end. 


Felix must now journey through space to reach the Pro¬ 
fessor, who is hiding on the Moon. The Spaceship doesn’t 
Power-Up into a better vehicle, but you must collect 
Power-Up Hearts in order to maintain your current Space¬ 
ship. While you’re searching for Hearts, you must also 
battle aliens and asteroids. 


Jump over snowballs of The Tank can blast 
let them fall in a hole enemies on higher 

levels 


A* always, never m»ss a 
Magic Bog 


ROUND 


Now that Felix is on the 
Moon, he is very dose to res¬ 
cuing Kitty. Only the Professor stands 
m his way. Once inside the Professor’s 
Moonbase, Felix must Power-Up for 
the final lime. This is the toughest stage 
of the game. Don’t get caught in an 
alien crossfire! Yeow! 
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A PRINCEL\ 
PURSUIT 


S TEPP ING OUT 

! Tak« or* ilow f'ep ji o nmn 
when approachiry.i fhe edge at 
a bridge or ledge, or to 
] powlion yourself for a jump 


JUMPING & CLIMBING 


jump over wiae spa«> 
wii>g the A Button You 
con jump from a standstill 
or while running The latter 
tolces expert timing 


It isn’t easy becoming a prince, espe¬ 
cially when all the forces of the Sultan 
are bent against you. You will need to be 
an athlete who can run like the wind 
and jump wide chasms. You must also 
be a warrior who can wield a Sword. 


If you jump to another 
ledge you con hong on by 
pushing the A Button 
Climb onto the ledge by 
pushing Up 


Push the controller Left or Right 
to run in that direction, but 
make lure you don t run into a 
trap or over a cliff 


For one thousand and one 
nights the Ptukxss h is 
held captK in the Sultan's 
dungeons, but now a brave 
youth has enteied the cun¬ 
ningly devised m ac to rescue 
her. Prince of ftirsia from Vir¬ 
gin Games is the ultimate 
escape. The vast dungeons Of 
th_ Sul? in contain more than . 


dozen stages. You’ll encounter 
locked gates, crumbling floors, 
pits with floors of spikes, 
swordsmen, traps and puzzles, 
and the Sultan himself. The 
excellent animation of the 
Game Boy version looks even 
better now that the game is in 
color, but the actual game 
stages have not changed. 

























































Once you ve found the Sword eorfy m the 
game, you II need to master the basics of 
swordplay Block your opponent s attack* 
and stake when he is off guard. 


Also, be sure to pick up the 

Big Potion. In this area, as ' 

in almost all the areas, you must find an Exit Panel and 
step on it before the Exit will open. 


S The first three levels were covered in Volume 32 
y /of Nintendo Power for the Game Boy version. Now 
/ it’s time to learn the secrets of the rest of the dungeon 
* The most intriguing part of Level 4 is the mysterious 
mirror, but the double gates can also be difficult to pass 


CRUMBLING F LOORS 

j|| Flncre the* 

c?urob> 

J yw *>r -fc-'Hi 

ai»* /> in 

this area Stilt 

i ^maj| you may want la 
, J | : jtl nsk *t *or the 89 

^ Potion. 


ENTRANCE 


SWORDSMEN 


SNAP TRAPS 


EXIT PANEL 


Afta ycu jump through the Snap Traps at the 
far right side of this stage, you II find the Exit 
Panel Then step on the Panel and continue fo 
the Exit 


PRINCE 

OF 

PERSIA 


The Swordsmen In tins antra move foster thou 
fn earlier stages Gase in quicMy ond fry to 
get the first hit, then back up a step and 
stake again 


These blades snap together from above and 
below Time your jump between them so it 
start* as the blodes begin fo separate Find 
the Snap Traps on the map so you won I run 
into them. 


DOUBLE TROUBLE 


Double panels in 
the fiaor usually 
work so that one 
opens a goto 
when touched 
while the ofhra 
closes the some 
gate 


You con t walk through the mirror, but you con 
lump through it As you pass through the 
glass, your reflection runs owoy 


SWORDPLAY 


Move close to Parry your 

your foe and thrust opponent s attack. 


ITEMS 

Always look for items m 
the dungeon. The Po¬ 
tions that refill your Life 
Arrow are often hidden 
under crumbling floors 
or in other hard-to-reach 
areas. Searching them out 
is worth the effort. 


Pick up end drink the 
contents of the smoll Potion 
for □ parfiol refill of one Life 
Arrow 


When you find the 9ig 
Potion, you will receive on 
additional Life Arrow 


After you find the Sward !■ 
the first oreo, it will appear 
in your hand automatically 
when a Swordsman attacks. 


PLAY TIME 

You have only one hour to 
rescue the Princess once you 
enter the dungeon. Each time 
you lose a life, you wfli also 
lose precious minutes. The 
trick is to master a stage, then 
race through it to obtain the 
most favorable password. 












































































fS The deeper you search in the dungeon, the more climbing is involved, and the Swordsmen along 
r dangerous it seems to get. In this area, you begin the way are better than any you’ve met so far 
near the bottom and must work your way up A lot of Beware of the cruel Double Snap Traps! 


POTIONS 


MIRROR IMAGE 


Always fry to get 
Pation* whenever you 
need a refill, but don 1 
waste them if your Life 
Arrows are full Yoo 
can usually return loter 
when you really need 
a boost. 


EXIT 


Just os you bead for the Big (fetoon on the upper level 
your reflection appears and steals it 


GATE PANELS 


LOOK AT 

THOSE SNAPPERS 


EXIT PANEL 


Once you step on the Gate Panel to the left 
of the entrance, the Gate to the Potion on the 
upper right will open. 


The Exit Panel is on the for right side of fl 
area, just below where yaw Minor Image 
appears. You'll have a long way to go ta 
roach the Exit from here 


SWORD SMEN 

You won t have 

fom (o r*a 

~ A. Swordsmen, so you 

should hit qweWy 
, j ( '£_ v anr* r<psafndly 


The Double Snap Traps' crash together one 
after the other You II hove ta dear bath of 
them in o single jump Wait until the second 
Trap starts ta open, then jump 


This Gate Panel opens the Gate ta the upper 
left, which you reach by |umpmg from the 
upper nght I edge 


k 
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ys There’s no maze in this area of the dungeon, but on the far side of the chasm. 

there are Floor Spikes and Swordsmen, plus deep Ignore it and jump. Be pre- 
/ pits that will end your rescue attempt if you should fall pared to grab onto the left 
into them Just before you make the leap of faith to Level ledge after receiving the 
7 from the far left, you’ll notice your Mirror Image appear Level 7 password. 


Every time you begin Level 7 you’ll relive the horrific jump grab onto the ledge on the left After that, you’ll make an 
from Level 6 down to Level 7. The only way to survive is to other daredevil jump to the right, then it really gets tough 

ENTRANCE 


DOUBLE GATES 


EXIT DOOR 


The Exit is on the lowest floor of this 
area The path down to tf takes you oil 
the way to the nght and back. 


To reach the end of Level 7 you must drop 
down to the lowef passages. As you foil 
to the lower levels, push Up and the A 
Button to grab onto the ledge 


The Exit Panel is close to the Exst, buf 
yaw II hove to go through the entire 
dungeon to reach it 


PRINCE 

OF 

PERSIA 


UfcJl 

.::3 
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fkmwm 
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LEVEL 


At first Level 8 may seem like a short 
isn’t. Ignore the Potion to the right of the 
and watch for lots of Floor Spik 


area, but it 
entrance 


es. 


j. 


XX 1 


TTTT 


EXJT 


EXIT PANEL 


MOUSE AID 

'■ 1 | 1 Althot.'qh you can see the Exit 

11 r.bave th* room with thu 

^ X1#v y ow hawi a ways tc 

1 ffir £ » -) ; r -'‘ J [ 1 qo before getting there 

■ ■■■I lr -r* 


m3W?6 will appear 

^ 1 bey nd sir ntvi hit 

■ the Got- Far,*?l to op**n 

so you can proceed. 

\ i H IT i J~ J_1_II \ 





GATE CRASHING 


Defeat the Swoidwnan on the upper 
fevfj,then move to the right and hit the 
twitch. Jump between the lower 
fedges when crossing bade to the Gate. 






Take the lower route and attack this 
Swofdvnan From the right to ovoid 
the bridge Avoid hitting the left 
Pond 




A duel to the finish takes place near the start, and to 
make matters worse, you have your back to a Snap 
Trap! Then prepare for lots of climbing and fighting. 



EXIT PANEL 

11 


In the second part of this stage, you'll 
have to fight fee your life and ckop 
down to the Exit fanel beyond the 
lowed Snap Trap. Then, waiting na 
time, make your way back to the Exit 



The Exit Panel is just above the Exit, but you’ll have to open 
the upper left Gate to battle the Swordsman before reaching 
the Panel You’ll also have to master the running jump. 


THE INS AND OUTS OF DUNGEON LIFE 

Alter defeating the Swordsman, stand at the broken blocks and jump 
up to reach the Gate Panel 


EXIT PANEL 



The pnnee-to-be is |uit above the Exit Door after 
defeating the find Swonisman. Drop down to the door 
by first hanging from the left ledge then letting go. 


GATE PANEL 




Thu Gate Panel 
opens the Gate 
above ond to 
the left of the 
Entrance It will 
take you to the 
Exit Panel 



































































































Look for the crumbled block on the 
floor That’s where you climb up to a 
hidden area. More running jumps 
and swordplay will also be required 
of the hero. 


EXIT DOOR 


UPPER FLOOR 

One® you climb up to the higher floor, proceed 
to the left or npht to a Potion. Drop 
J down to grrt to the Enhance if you gc to the 
“ ■ left, or, he-vi bc» to ihe right o-*d .kop dowr 
I to explore the ri'it of Hie stoge 


A leap of forth 
off the edge of 
the screen is 
required to reach 
Hie Exit Door 


Here, close to the end, the Sultan has kept his most cunning 
defenses. Fantastic jumps are just part of the trouble. You’ll also 
meet your Mirror Image, which you can’t defeat 


One® ogam you'O bava to make a blind jump into 
space, Be ready to grab n hold of a ledge to Hie n^t 


FLYING LEAP 


Moster Hie Jump and Oing 
technique on wide chasms. 
Leap from one ledge ond 
hold on to the for ledge 
with your fingers. 


own TTcm me upper 
ledge and |wnp to the 
lower ledge on the right 
You won t moke it if you 
jump straight octets. 


The final two stages are short and sweet. The first pits 
you against the Sultan Jaffar in a one-on-one duel. In 
the second, you’ll find the Princess at last. 


THE PRINCESS 


The final sword fight Is with Jcffar, the fiend who has kidnapped the 
Princess. Your dueling technique should be Hie same os always— 
thrust as the opponent closes In. Timing is everything! 


With Hie faucets now safe, you will be 
made the new Prince of farsic, the master 
of oil you survey 
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j young fighter, a hold dragon, a rock 
/B warrior and a ho nth-dropping mouse fight 
XX together for the freedom of their kingdom in 
Little Samson from Taito. The oames and looks of 
the characters are cute, hut the game itself is a 
serious challenge. Emperor Hans of the Kingdom of 
the Imperial Forgy has called on Little Samsoo and 
his fellow fighters to stop the evil Ta-Keed from 


spreading his black magic throughout the 
land. The members of this curious quartet 
possess their own magic abilities which are conjured 
up from four mystic Beils. While you guide the 
fighters through their journey, you can use their 
magic powers one at a time and switch from ooe 
fighter to the oext as the situatioo dictates. 


SAMSON 




MOUSE 


GOLEM 


Little Samson is a slotted dimber who 
con scale rack walls ond c'ing to 
cave ceilings He's also o good 
, JHL jumper and can knock 
out enemies by 

t* —' m ' IT tossing his White Boll 


K.O the mouse can 
knock out creatures 
w»th His Green Bell 
Bombs He con 
also crawl 
through narrow ^ 
passages ^ 
which ere too 
small for the 
others, cod 
climb along 
wads end 
ceilings 


The sturdy rock warrior, Gorrm, is c 
slow but powerfd Golem He defeat* 
enemios by swinging o massive Red 
Bril Gamm can also walk on sharp, 
spiky surfaces unharmed 


Kilara the dragon possesses the Blue 
Bell With it, she can breoth fir* and 
fiy for short distances Her long 
daws allow her good traction in the 
Icy sections of the land 





























LITTLE 

SAMSON 


The sixth leg of your journey 
takes place in this hot home to 
a huge golden dragon. Watch 
for molten lava. 


LMY-STIC CAVE - 

Your climbing and jumping 
skills will prove to be useful 
when you reach this cold 
cavern in the fourth stage of 
the batde 


Tfl-KEED’S CASTLE 

This evil palace is your final 
destination. Find Ta-Keed and 
stop his sinister scheming. 
Strength and speed will be use¬ 
ful here. 


FORGY MOUNTAIN 

You’ll scale the enemy-infested 
Forgy Mountain m this 
seventh stage. Swift fighting 
skills are necessary for survival. 


Stage Five takes place in a huge 
palace and ice cave. Use Kiktra 
to avoid slipping on the frozen 
g round. 


Your journey to destroy Ta- 
Keed begins in this ancient 
metropolis. The citizens 
have been scared away by 
an evil magician. 


If you can avoid dropping 
into the dangerous falls of 
this second stage, you’ll 
clear the area easily. 


The third stage of your jour¬ 
ney takes place in this area 
filled with poisonous plants. 
Only Gamm can walk through 
unharmed. 


CAPITOL CITY 


START 


Once all of the members of your party have made their way 
to the castle of Emperor Hans, the journey will begin in this 
ancient town, Samson is capable of clearing this area 
without aid from his partners, though there are a few off¬ 
shoot passages that only K.O. can enter. 


© Tafto 1992 
© TaKeru 1992 


A Monster Awakes 

After defeating a green magician at the 
end of this stage, youll encounter a 
huge, fire-spitting monster. Keep your 
distance, avoid the flames and fight 
him off with Samson or Kikira. 


The graen magicion sumroow on evil beoit Slay 
away from the monster s fira and blast it with Bells 



















































































Since stable rocks are few and far between m this stage, the 
waterfalls of Imperial Forgy are difficult to cross for a character 
with limited jumping abilities. Guide Kikira across the first 
section of the falls and use either Samson or Kikira to cross the 
second section. You’ll meet with the most success by using 
Kikira’s ability to fly and Samson’s climbing techniques. 


FALLS 


START 




Water Fight 

A blue water demon leaps from the last 
section of the fails and tosses deadly 
spheres. As soon as this creature appears, 
jump across the falls to the far side of tbe 
screen, turn and toss Bells or shoot fire. 
You’ll advance to Stage Three by defeat¬ 
ing this creature. 


AMV/V'-s'V 

* 

****v.u - 


.. 




The best way to blow tbe worar demon is hom q 
distance Move away qutckly and fire 




If you lose your footing and drop into the waterfall 
while fighting the water demon, you’ll land in a cave far 
below. The rough landing will cause you to let go of 
your Bell, losing it to a waiting gargoyle. Ride on a giant 
crab through the water-filled cave and track down the 
gargoyle. Once you retrieve the Bell, you’ll end up on a 
forest path that leads to the middle of the Stage Three 
Swamp. 


Battle For The Bell 

A red magician has the Bell. Fight this fiend 
from a distance and try not to be pulled in by 
his magic. After you're victorious, you’ll 
(BI W BB BI move on to 

twIttiiLi&IMBl Point D on the 


TKe drop inio the foils will cause you to low your Bell You can track rt down by riding a gianl crab 
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Gamm is the only character in ■ T ^ 

your party with enough armor to 
survive a trek across the tops of 
the poisonous toadstools in this 

marsh. Once you’ve crossed that section of the swamp, you 
should switch to Kikira and fly over the water and mini- 
tornadoes. 


START F 




A Dragon Strikes 

When you reach the end of the 
swamp, a huge dragon will emerge 
from the muck. Fire on this creature 
when its mouth is open and jump 
away from the flames that it breathes 
out. After a few seconds, the dragon’s 
head will sink and its tail will rise. Leap 
to avoid it. 


in ihe flioulh ortd jvwd conrucr with the 


The mystic cave is filled with rock platforms that are only 
visible when they are glowmg. Make sure that you know 
where they are, then take a leap of faith. The 1-Up at the 
beginning of this stage will effectively give you unlimited 
chances to make a successful crossing. 


^MYSTIC 

START 


Youll find a group of skulls m the last chamber 
of the cave. Wben the skulls converge, use 
Gamm to pulverize them with his Red Bell. He 
should be able to make short order of' this 
honey bunch. 


r «4i. S0P*£i 

4 LEADER 


LITTLE 

SAMSON 
































The size of Stage Five depends on Samson’s strength. If his 
life meter is at the maximum length of 16 units, you’ll 
encounter an icy cave before you reach the palace. If 
Samson has not reached full strength, you’ll skip straight 
to the palace after clearing the first section of the stage. 


PALACE 


START 




Ice Cave Extra 

If Samson has reached his maximum 
strength, you’ll enter this ice cave. 


Fiery Battle Down Below 


Two very strong enemies appear in the center of 
the volcano. You’ll first encounter a red magician 

a who releases zig-zaggmg spheres. 

Jump over the spheres and fire on the 
£ magician, or just use brute force. The 
next creature is a huge dr agon. Jump 
from block to block as you blast this 

beast. 


Ihe battle really heats up on this molten moun¬ 
tain. Use Samson to make the ascent, jumping 
from one jaw-like platform to the next. K.O. can 
also be used for the job if he’s got enough energy 
Then, when you’ve reached the top, switch to 
Kikira for the journey over the river of lava. 


start 
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4 LEADER 


Skeueton Stampede 

A skeletal horse and rider appear in the last section 
of the ice cave. With Samson, you can knock the 
rider off his mount by hitting the borse with Bells 
and jumping over the team as it approaches. Then 
switch to Gamm and swing at the skeleton with the 
Red Bell. 


A Stormy Knight 


The leader of the palace is a strong knight who 
can summon lightning bolts and waves of fire. 
You’ll encounter this creature as soon as you 
defeat a blue magician in the palace's final 
chamber. Kikira is the best character to use. 


Somscn and 
Gamm con work 
together to defect 
the horse and rider 


Guide Kitiro through your Dottle with the blue magician 
and the powerful knight 


FORGY 


— —“— This final ascent to Ta- 

Kced’s Castle is populat¬ 
ed by several dangerous creatures, Take 
Samson to the top or switch off to 
another capable* character if he is low 
on energy. It will take all of the power 
that you can muster to defeat the 
villains at the end of the stage. 


Floating skulls Inhabit the 
mountain's winding passages. 


Thu final battle an the mountain is 
going to be rough. 


Use Gamm to wolk on the sharp 
spikes to reach this vid 


CASTLE 


Ta-Kecd’s Castle is booby-trapped to 
keep unwanted visitors from entering. 
Spikes fall from the ceiling without 
warning, blocks come to life and 
pounce on intruders, and pedestals spm 
in order to throw off those who attempt 
to climb them. All four members of 
your party will be useful here. 


Beware of falling spikes and 
hopping stones. 


Only K O cart climb up the right 
side of this chamber 


This magician makes an appearance 
before Tb-Keed arrives. 


















































































































M From Accent #002 


Extra Car Roulette 


While a normal Super Spy Hunter mission begins with five 
cars in reserve, our agents have found a way to give you as 
many as 12 cars in reserve. When the title screen appears, 
press and hold the A, B and Select Buttons, then press the 
Start Button. A series of large, green numbers (0 through 
12) will fly by quickly and repeatedly like rhe numbers on 
a rouletre wheel. You can slow the numbers down by 
pressing die A Button or just let them slow down on their 
own. When rhe digits stop moving, the number in the 
center of the screen will indicate how many cars in reserve 
you have been awarded. The odds are one in 13 that the wheel 
will stop spinning on number 12. Keep trying this maneuver 
until you’ve reached the desired number of cars in reserve. 




■ From Aqent #914 

UFO Sighting 

If you harvest a lot of carrots in this NES adventure, you can 
go on an outer space adventure and fight a nasty villain for 
1-Ups. Pick up 99 carrots and make sure that you pass up 
your chance to cash them in for 1-Ups with Hampton. 
Then make your way to the end of the stage, defeat the stage 
leader and pick up the key. Before you move on to the next 
stage, a spaceship will descend onto the map screen and 
beam you aboard. The leader of this alien craft is Duck 
Vader. Bounce off of Duck Vader’s soldiers for extra height 
and try to land on his head. Ifyou hit him three times before 
he blasts you, you’ll cam three 1-Ups! Once you’re off the 
spaceship, you can catch up with Hampton and cash in your 
99 carrots for three more 1-Ups. 




Press and hold A, B and Select Then Numbers will zip by like the numbers on 
press Start a roulette wheel 



You can win as many as i2 cors in Begin the game with a big fleet of spy 
reserve hunting vehicles 




Collect the maximum 99 carrots as you 
hop ocross the land 


Before you can get to the next level Meet Duck Voder and lond on his head 
you'll have an olien encounter three times to earn three 1-Ups 
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From Aqent #90? 

Round Select 


You can skip instantly to your favorite srages of rhis adven¬ 
ture by keying in a quick code. When the title screen 
appears, press the L and R Buttons in the following order: 
L, R, L, R. Then press Down on the Conttol Pad. You’ll 
hear a metallic sound, indicating that the code has been 
entered correctly. After the next screen (with copyright 
information) appears for a few seconds, press the Start 
Burton. The playet select screen will appear. Select the 
number of players who will patticipatc and press the Stan 
Button again. A new screen listing the eight rounds of rhe 
game will appear. Move the cursor down the list by pressing 
Down on the Control Pad and press the Start Button to 
begin on the selected round 



From Aqent #227 


un" Room 


By entering the Arcana Sound Room, you can sample the 
sound effects and music of the game before you play. When the 
title screen appears, press the L, R and B Buttons simulta¬ 
neously. The Sound Room screen will appear. Press Up and 
Down on the Control Pad to change the sound selection. Then 
press A to start the selected sound and B to stop it. 
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Press L, R ond 6 oil ol ihe same lime 
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Choose o sowed selection end listen in 
by pressing A 


From Aqent #978 

Water Run 

The Monaco track in this racer borders on a large body of 
water. If you want to rest your water racing skills, you can 
break out onto the water in one section of the track. About 
halfway through the course, situated between the track and 
the warer, you’ll sec a place where two barricades meet 
(pictured below). Race inro the small space between the 
barricades at full speed and you’ll skid out onto the water! 
This trick is more of a curiosity than anything else and our 
agents have not found a way to use die water as a shortcut. 



From Accent #909 


One of rht coolest features of this futuristic game show 
shoo ter is the commentary from the host o f the show, You can 
listen to all of his digitized phrases without having to dodge 
enemies by keying in the Smash TV Sound Test. When the 
player selections appear, press the L and R Buttons m the 
following order: L, R, L, L, R. The announcer will shout ' , 
'Bingo!' and the sound test will appear. Press the direction 
keys on the Control Pad ro select the various effects and press 
the A, B, X ot Y Buttons to make them sound off. 


Press L, R. L, L ond R ogom You'll blosl into the Smash TV Sound Tesl 
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When your Turtle is defeated, the 
computer will select the next fighter 


This rondom selection of Turtles keeps 
you guessing 


Panic 

Jbstautani; 


From Accent #102 

Hidden 1-Ups 

Our agents have discovered, two places in the advanced 
courses of this game where 1-Ups arc hidden out of view. 
The first one is midway through the Meat Course. Jump to 
rhe ledge pictured below. Then leap straight up, between 
two ducts, and collect a 1-Up. 


clmed mmm | 
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SPIRITS 


From AqcNT #810 

Extra Credits 

You’ll easily defeat rhe fleets of invading alien ships m this 
space-shooter by using a code to extend your game credits. 
While the ride screen is showing, tap the B Button quickly 
and repeatedly. If you’re very fast, you’ll trigger an occasional 
tone. For every tone that you hear, you’ll earn anorher game 
credir. When the demo begins, press the Start Button to 
return to the title screen and conrinue ro tap the B Button. 
If you happen to have a controller with a turbo feature (like 
the Ascii Pad), you’ll easily be able to earn as many credits 
as you need. 


Top b as quickly as you possibly con Wh-o you start fh« gome you'll hove on 
while tho title screen is showing incredible number of chorrcas to continue. 



By jumping straight up here, you'll earn another chance to keep cooking 

The Dessert Course is also home toahidden 1-Up. Find the 
platform pictured below and use it to jump up and out of 
view. The 1-Up that you receive should help in your 
attempt to complete this final course. 


■ From Accent #566 

Auto Mode 

When one Tuttle is defeated in this adventure, the next 
Tuttle up is usually rhe next one in line on the Turtle 
selection screen. You can change rhac with asimple maneuver. 
On the Turtle selection screen, press Down oil rhe Control 
Pad five times for a one-player game or 10 times for a two- 
player game. This triggers the T.M.N.T. Auro Mode. The 
maneuver will cause the next Turrle in line to be randomly 
selected, rather than follow the order on the selection screen. 



Press Down five times when the T urtli Once the Auto Mode has been triggered 
selection screen appears choose your Turtle ord start the gome 



■ From AqcNT #056 

Roulette Predictions 

The Casino Kid 2 Roulette dealers often say mysterious 
phrases just before opening the table for bers. Agent #056 
has discovered that several of these phrases rclare to where 
the ball will land on the nexi spin. Lisred below are the 
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phrases with the most predictable results, followed by 
the bets that you should make when the phrases are 
uttered. Try to bring your opponent s account down to 
aminimal amount. Then wait for an opportunity to take 
a bet with good odds and go fbt a big payoff. 


Rie Lenka - China 


KEY PHRASE 



SAFE BET 


I may hit 00, or I may not. 00,1 or 27 

How about the Black or the Red? Black 
Try Twelve. Odd and 2nd 12 

Have you tried Twelve? Odd and Red 

Listen to me carefully. Kid. Even and 3rd 12 
What I say is very helpful! Red and 3rd row 
Watch the Wheel, not the layout. 0,2 or 28 
I'll hit in the first twelve. 3rd 12 

Try the Even or the Odd. Even 

Think Kid, think! Black 


Paul Kieton - England 


KEY PHRASE 



SAFE BET 


I don't like black cars. Black 

Well, well, well. 2nd 12, Red and Even 

I can read you very well. 3rd row. Red and Even 
Teasing? No way! 0,2,28 

Oon't get too excited. 1st 12 and Odd 

You get excited and lose it all. Odd 

How old are you? 1-18 

It may land on 00. Oo you believe me? 00,1 or 27 
I cannot be defeated by you. 3rd 12 




Abu Ganzil - India 






®4Hl 


KEY PHRASE 

SAFE BET 

1 am always the winner. 

Odd and Red 

It will be a full moon tonight. 

0,5 or 6 

1 never lose! 

1st 12 

I'll bet it's odd. Oo you believe me? 

Even 

How about trying the Even? 

Odd 


Wait for th* deoler la clus you in on o Spread your bgls ocross th* possible 
be! with good odds winning numbers 



When the results ore >n, you'll own the Rake in the wirmingsemd move on to the 

table. next opponrmt 




From AqtNT #214 

Bonus Bazookas 

You can power through this etime-fightmg thriller with 25 
free Bazooka rounds by entering a Con trailer II code. When 
the wanted posters appear at the beginning of the game, 
press the direction keys on the Controller II Control Pad 
and the A and B Buttons of Controller II in the following 
order: A, B, B, Up, Up, Left, Down, /V Ifa tone sounds, the 
code has been entered correctly. If not, try it again. Then 
press the Controller IA Button to start blasting. 



Press A, B, B, Up, Up, Left, Down fmd A on Whan Ihe ochon begins, you'll have 25 

Controller 1L Then press A on Controller I Bazooka rounds with 25 shots each. 





A popular activity among Nintendo gome 
experts is developing tips ond strategies. If 
you'd like to share your own speciol tips with 
us, send them in! Choose your own Agent 
Num b er {3 dig its) o n d b e sure to include it with 
yourtips. 


Our oddress is: 



VOLUME 40 29 




















































































6HOTARO tMMOMGRt 




























HUMPH/ 


LINK? 

CAKEFUL/ 


it might 

=?£ A TRAP/ 








































Y( THANK YOU 
/ FOR SAVING M£ 
V LINK 


I KNOW YOU ARE 
SEARCHING FOR ZElVA 
-HE I* ^EING HELP IN A 
HOCK THAT LOOKS LIRE 
A TURTLE 


IT’S NOT 
LIKE «#£ was 
YOU rt PRECIOUS 
ZELPA LNYWAY 


«UT THI6 ROCK 
IS LOCATE? AT THE 
E/VP OF THIS 


WHY 00 

THEY ALWAYS 
00 THAT , 


WAIT/ 

PONT 

GO/ 


I COULPNT 
TELL YOLf 


SHE EURE 

WASN T OO YOU 
know where 
tvs TLB hock is 

LOCATED y - 


IF I ONLY 
RAP A 

MAf/ 


YA KNOW, rVE HEARP OF 
A MAF PEEP INEIPE THE 
ICE TOWER THE 
TOWER OVERLOOKS THE 
ENTIRE WOM9, 

^ aur 



























LINKa 


AU RIGHT, 
WHERE 15 

THAI it 


IS THAT 

your/ 


mo ARE 
ttXJ TALKING 
TO?* 


AM NEAhJY 

Hu**y/ 


MOW YOU'RE 
HEARING THINGS' 


CAN'T YOU HEAR 
HER? ZELDA IS 
CALLING FROM 
r-EYONO THE 

WASTELAND/ 


ANYWAY, THE WASTELAND 
IS WAY TOO HARSH/ ONCE 
you GET IN THERE YOU 
CAN’T ESCAPE/ 




I miN* WE 
•.'HOUtP aV TO 
ItfP THc /Y\At 
F'P 


IP THIS WAfiTO/NP IS AC 
DANGEROUS $ you SAY 
IT IS I VF G<?7 TO GET 
ZEUJA o£fr > THERE 


I’VE W4P IT * - 

ALL vci[| FVER TALK 
Af Tl IS ZSLPA THIS 
\K 0 ZELPA THAT/ 
JU NtVCii WO*RY 
APOU Mf/ 


FROW NOW ON { 

I, at ON YOU* 
OV/N' 








IT'S SOME 

KINO OF OASIS} 


im' 


THIS MUST BE 
WHESR ZELDA IS t"€lNG 
HtlQf ZEL0A' IM 
ON MV WAY' 


I FlNALLV 
FOUND YOU' 





















A— 



X NAVE YOU NOW, 

MY PRETTY// 


but 

WAIT 


THE GIRL IN THE ^ 
CRYSTAL SAID ZELPA WAS 
IN A ROCK SHAPED LIKE 

A TURTLE 


LINK 

COME 

CLOSER 


■ A*' THIS IS 

MISERY/AIRS, WORLD > 
FAMOUS FOR ITS FINE AROMA OF 
SWAMP GAS YOU'RE OUST IN 
TIME FOR PINNER WITH SIR 
VITREOUS, WE MASTER 
CF THIS PLACE 


YOU WALKED 
RIGHT INTO MY 
TRAP TASTY 
MORSEL/ 


AN ILLUSION/ 
'KXI TRICKEP ME' 


PINNER, WITH 
YOU AS THE MAIN 
COURSEf 


















TENTACLES 

CONSTRICTING 


'iGSSIR MISTER 
VIT3EGU5 IT* 
TIME TO BAT I 


qOqGhI 


HEE HE HE 

QEUaOUS! 


v 











































ZORA HOVVt? 
YOU GET HcRE 7 

HOW P YOU 
KNOW? 


AHHH IT I^SS £££UV|FL£ 
FOR ME TO APFEAK 
ANWVHERE THEX6 IS£S 
WATER 


FLUFFS 1 CANNOT 
C7ENY EPHEREMELVA G 
REdUESSGT 


G/6H 

erHEREMELUA 














SUPER 


ROBOT PANIC 



Join the world s wackiest space age family for six istic Concert Hall and Jane jets through a robot- 
stages of mechanized madness in The Jetsons: ransacked Shopping Mall. After the first three 
Robot Panic from Taito. George is tha star of the stages, which can be comp/etad in any order, 
game, but the who/a family gets in on the act. George takes over and tries to get to the cause of the 
Elroy escapes from a Space Ball Dome where robots chaos. It's a wild chase that has the look and feel of 
havarun amuck, Judy winds her way through a futur- the Jetsons’ classic cartoon series. 



NtNTEN. 























N'T 




★ 


★ 




★ 


THE JETSQNS 


★ 


MEET GEORGE JETSON .. J 



George Jetson is a robot whiz with a flair for getting himself m and 
out of a jam. That’s why Mr. Spacely of Spacely Sprockets has 
called on George to find out why all of the robots of the city have 
gone berserk. It’ll tike a lot of know-how and courage, but George 
is up to the task. First he’ll have to round up his family and take 
them to a robot-free hideout. Then, he must search for the source 
of the trouble and pull the plug before things roilly get out of 
hand. 



SPACE AGE TOOLS 

Energy Capsule 

When you come 
' • j across an Energy 

I I Capsule, you’ll be 

f able to restore one 

' umt of energy on 

V-..--'’ your life meter. 

Energy Tank 

This gadget re- 
stores your entire 
life meter when 
jTffjgl you tap into its 

Heart 

fZZ By uncovering a 
V Heart, youll be 
able to extend 
your life meter by 
r\ /I one unit. 

KZJ 

Special Item 

/^V These aptly 

y * named items are 
k special because 10 
of them will score 
you a 1-Up. 



Space Ball 

This bouncing buster can be used to blast 
the bolts off mechanical monstrosities. 
When you toss the Space Ball, it shoots out 
for a short distance, then returns. It’s a 
helpful item when the robots have you sur¬ 
rounded. Keep tossing and youll reduce 
them to a heap of scrap metal. 


Magnet Boots 

Not only do the sturdy Magnet Boots turn 
everything upside-down by clinging to the 
ceiling, but they also prove to be a kfesaver 
on sharp surfaces. By wearing these thick, 
metal foot-protectors, you can walk on 
spikes without losmg energy. 


Jetpack 

By activating the Jetpack, you can fly over 
hazards on the ground and reach high plat¬ 
forms in a single bound Make sure that 
you have enough fuel, or you’ll drop. You 
might also encounter hazards m the air. 
Watch where you’re going and try not to 
fly out of control. 








































































START *> 


TAGE 


BALL DOME 

action in the Space Ball Dome scrolls 
a field of conveyor belts, falling plat- 
and ball-tossing robots. It’s your job to 
guide Elroy through this strange stadium and 
pick up helpful items along the way. When 
robots close in, sock ’em with the Space Ball. 


IS BOY, ELROY... 


Elroy Jetson is a top-notch Space Ball tosser. When 
the robots get within range, he can knock their 
screws loose and send them packing. 



SPECIAL ITEM ENERGY TANK 


SPECIAL 

ITEM 





SPECIAL 


^ EXIT 


BEAT ’EM WITH BOXES 



Normal 

You can knock 
out robots by hit¬ 
ting them with 
Boxes. Normal 
ones break on 
contact 



Sliders 

Boxes with screws 
on their sides 
slide back and 
forth three times 
before they bust 



Bombers 

When Boxes with 
bombs on their 
sides hit an object, 
they explode. 


ii.linnnn iuiwntiiui 
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★ 



CERT HALL 

t-orcuitcd robots have set off the Concert 
II security system. Judy is counting on you to 
guide her to the exit without getting caught. 
You’ll have to show some fancy footwork to 
side-step the spikes and pits of this automated 
auditorium. 


★ 





I IKE JETSONS 

ROBOT PANIC 


A UGHTER JUD 


Judy Jetson is a fashion trendsetter. 
Her Magnet Boots are not only the 
hippest footwear around, but 
they’re also great for walking on 
ground-bound hazards or sticking 
to the ceiling. 



SPECIAL 
ITEM z'- 


ANTI-GRAVITY 

SWITCH 


SPECIAL ITEM HEART 


SPECIAL ITEM 


JET- 

SKATEBOARD 


ENERGY 

CAPSUlf 


JET-SKATEBOARD SPECIAL 

ITEM 


g on a Jet-Skateboard is the only way to travel. 
When you’re zipping along the space age ter¬ 
rain on this sporty vehide, you can catch 
some air and crush robots under 
Ae board. You’ll find three of these 
/y y speedy movers in the Concert Hall. 
^ Pick ’em up and go for a ride. 


SPECIAL 

ITEM 


ENERGY SPECIAL 
TANK ITEM 


ENERGY 

CAPSULE 


JET-SKATEBOARD 


i 

l. .7. . r 

*. 1 1 1 " *4 

l u I s *: i u 
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By activating Jane’s Jetpack, 
you can send her into the 
clouds. If you don’t watch the 
fuel level, though, she’ll crash. 
You should also know what’s 
up and make sure that Jane 
steers dear of the Mall’s 
spiked ceiling, 


What was once a great place to pick up futur¬ 
istic family goods has now become a robot- 
ridden danger zone. Jane’s got to get out before 
mechanical monsters cause the building to col¬ 
lapse. Without her personal Jetpack, she’d be 
stuck in the bargain basement. 


SPECIAL 

ITEM 

SPECIAL 

ITEM 


HEART 


SPECIAL ENERGY 
ITEM CAPSULE 


SPECIAL 

ITEM 


With the swift Mini-Space Car, you can fly into the air for 
short distances and crush mechanoids with the weight of the 
vehicle. The car is similar to Judy’s Jet-Skateboard, only a little 
more sturdy. You’ll find a pair of these awesome autos in the 
Shopping Mall. Hop in .and wreck some robots. 


SPECIAL 

ITEM 


ENERGY ENERGY 

CAPSULE CAPSULE 


SPACE % AR 


1 / 
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THE JETSONS 

ROBOT PANIC 



r / JET SON 

/ DOESN'T - 
/ HAV£ A -V 

'CHANCE! MY 
SCHEME IS 
FOOL PROOFV 


Anti-Gravity Switches turn everything upside-down. 
If the Boxes are going to block your way when the 
room shifts, move them before you hit the Switch. 


The madman behind the robotic ruckus that has taken the city by 
storm is the conniving Cogswell of Cogswell's Cosmic Cogs. He's 
been sending radio waves from his factory to the robots of the city, 
causing them to go out of control. George has got to jet through the 
three stages of Cogswell’s factory and figure out how to turn off the 
sinister signal transmitter. Cogswell has set a series of dangerous 
traps, so the journey is going to be a tough one. George needs all of 
the help that he can get. 


GSWELL'S FACTORY 

corporate pirate, Cogswell, has always been wary of spies from other com- 
mfiltratmg his headquarters and stealing company secrets. For that reason, 
factory is packed with gadgets and gizmos that could get George in hot water. 
Be careful! 


I 












































FLOOR 


URRRRH MUST 
FIND BODY PARTS! 
MUST PUT BITSY 
BACK TOGETHER! 


FLOOR 


MONSTER-NAPPERS 
ON THE LOOSE 


Ever since Dr. Von Frankenbonc went six 
feet under, his kind-hearted experiments, 
Franky and Bitsy, have been left alone in 
a Castle full of mischievous monsters. 
Not long ago, those horrific hooligans 
shrunk Franky down to half his normal 
height and took Bitsy apart, scattering 
the pieces. In this ghoulish adventure 
from Kemco you’ve got to guide Franky 
to all of Bitsy’s pieces and help him put 
them back together. 


* ixia». 


CLOSET KEY 


FOOT 


CROWBAR 


HELMET 


FOOT 


ruiort 


AVALANCHE! 

FUer } is the curie reel, where it! Vs 
fell frero tht sky Run fn*n the i cki n4 
celled rite Items hit! Jen n these >wer 
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All characters, audio, visuals and concept <& 1992 Movietime Ltd. 
































FLOOR 


ROLL OUT THE BARRELS 

tonob .Amco ^ wntb#stair*Uodb. •. f 4 *r 1 fovea* koop 
•m from krKxkin| y jm out wfA a f«w juidc bliita. 


CONDUCTOR 


HAND 




BUCKET 


SPANNER 


LEVEL KEY 


PARAPET KEY 


NAB THE NOTEBOOK 

The nfy way tfc it yWtt hav# lb# knowlodfo to 
iMotr'Jo ^it*y*i > ji i jl j £ irt* 01 \i ktof hor kick to 
lib is r *y r» lir.p up : i tho lufc^oct. YhjII find tho aor* 
bet ra mtfr r* mtucf *n mom ,J in this room. 


DYNAMITE 


WHERE’S 


THE FIRE? 


Whon you havo tho 
a «t Koy, > u'it »# 
o trial** onthori. 

tho sir *11i ..mi* 


THE ADVENTURE BEGINS 


Y^r miuiYn b*f<nt in Mb F f -3 chon W. & wt 
« reNrtf for litfcy'i ptoco* and tho a r - Von 
Fronbir* .on* 1 * Ub Machino. 


in* inn no roTrmv* 

tho Suckot Fill thi* 

4 .Oainor with woto 
from lb* Wall in 
Fb r 5 r. uia iho 
walorto putxrt fin 
to tho Gi* it Hdl «n 
piaor 4, 


A SECRET TUNNEL 


ThaCI ck in tbl* eb m i*r ft 
missi. a a Pondirium. You’ll 
find tho fa . uhmt * F' «or 
5 . Whon you nturn it Mi 
>JT1/ Iht C . :k will n vo 
r#vool a tocrot timnol. V\ ilk 
thfvutfh lH« funnol nd 
coJItct tho Dynamite. 


CLOSED CUPBOARD 


Tho Sponnor 1*" cht 1 
•away in a hollwoy 
cupboard. Look for tho 

cupOoord'* Knob in tho L fj 

•oron'i Cry/ on Root 5 i , m w 

Thon rotufn to tho hoN ond _ 

got tho S.iannor. f <££Ei&9^. . 



















































UNBEATABLE BEASTS 


S'*"* if lh* cnnhn in Or V ■> Fi nfcrnfeon* i Cartlr 
cunr.a!' * x it, fli n. ;tt«r f Jtr many (im« you ilost 
tftam jump ov«r Hits* jhoufj wh«n th*y oj., re ich 


WATER 


TOWER C KEY 


CELLAR KEY 


HEAD 


HEADS UP 


0 ,5 y 5 H*ad i* r»sH^g on o lt*dgt> K><jh abotv rtm gmund In ordei t* ^r lo 
if you !l hovs la fun three screens lo rbe right, dimh up to lh* Blocfr * and hop 


LEG 


TRAP DOOR 


When you f ;«*• the 
level Key, a bole 
Will open up in this 
room, leadinf te 

Flo r 5 


COLLECTION 

This flowchart details the 
order in which you should 
collect the items that are hid¬ 
den m Dr. Frankenbone’s 
Castle. Lines are drawn to 
show that some of the tools _ 
must be used to find the 
items that follow them on 1 
the chart. While you’re 
searching for these valuable 
objects, you’ll also come 
across plenty of Bitsy’s body 
parts. Collect ’em all 1 


f” BUCKET 






1 ZD 

zz 

H 


| DOOR KNOB 

|—| SPANNER 

PENDULUM 
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FULL BUCKET 


BOOKCASE BOOST 

Th* 'f tfo 

I- >kc ms in Dr 

V#n Fr*nhmbvO#'3 m 

C«sH? work u I 

Uttrful plitformt t« 

|V<fc]i ©nt* «nd iff #f 
Ymi coin «U* l««p 
•rt* Suit* *1 Arw «• 

•ml >lh* •nlfiqu«$. ^ fat il 1 - 


SECRET STRONG ROOM 


CHARGE UP 


Th« st * n china in this pc m » 
’•sign* ' ♦ r«J jr j« Fr inky $ 
bgdt *n I itt*ry Hav* him J in 
nt if it for a f*w rnsmumts, lf>on 
move on I th» mul cf tiling* 


AXE ALERT 

An Axi Hit* in fr *n thu n*xt w*on *v«r Jump 


{ DYNAMITE 

—j PARAPET KEY |—| CELLAR KEY j- 

—(WINCH HANDLE 


1 

| TORSO | 
































































This underground 
level is very dark. 
You'll only find your 
way through the pas¬ 
sages if you grab 
Torches. Search for 
them and go back for 
more if they burn 
out. Vital body parts 
are hidden on the 
floor. Keep looking. 


Torch** one essential for Visibility m this dark and dingy basement 


the all important Needle and Thread can 
be found tn the Castle s Power Roam 


FALLING FLOWERS 

Vows ond oiher objects fall from tW furniture as 
you pass by. Keep running to mak© sure that 
you're not hit. 


safe code 


CARRY A TORCH 


Th« l?wferl«y*U of the £ 

«r» very d*rfc T Gft • T.ntfc to 
this n»m b*fom yw conttnuo 
v«ur 


BODY 
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FLOOR 


CONFUSING QUARTERS 


rioor / is a maze 
of identical rooms. 
You’ll only find safe 
passage by making a 
map and checking 
off the rooms that 
you’ve been to. The 
final map should be 
close to a seven by 
seven square 


Floor 7 are identical Moke o map la ovoid being lost forever 


DR. FRAN KEN 


MOVE THE 
FORGE 

Whwi y v E rMf it* Sp»*wr 
framR r 3 tfo fra, 
ymi . In bUi ( j r,ovn fht 
Frjf lb* 
ir>i lW Pirv-dwi, tihi this 
Itvice it part f 

loot 3 f# • .«n«Mtn>IIUDn«l. 


SECRET ARMORY 

“ylthiHiliMtta th«G ni Rf xn m ths 
( m t \ jis’S reptne* tb* Hal**# »*#''.y ,% nt afej 
«r ifMfi up ft* Stent A t - icy; 


DOOR 

KNOB 


PENDULUM 


r> 

i 

• Lii 

| 

! 



57 





























THY KINGDOM FOR AGAME Mf 


If chess were truly a battleground with 
mountains, castles, forests and combating 
armies, it might look something like Electro 
Brain's innovative strategy/action game. 
Kingdom Crusade. You'll zoom in from the 
squares of the strategic overworld map to 
control individual characters as they seek to 
capture enemy castles in personal combat 
Archers, giants, wizards, knights, even the 
King and Queen enter the fray. In the forests 


and fields you will find Power-Ups and mag¬ 
ic items that may help or hinder your 
efforts. When you meet an enemy character, 
you'll be launched into an action battle. You 
can hide behind a tree, then jump out and 
attack with a sword or spell. The game 
options include a two-player. Game Link 
mode, three sizes of worlds and complete 
on-screen instructions, now the battle 
begins. 




TM ortd ©1992 ELECTRO BRAIN 











































The ovcrworld map shows the location of your characters, changes to a close-up scene where you can move your char- 
castles and the type of terrain in each square. Move the cur- acter, jump, pick up items and fight battles. The goal of your 
sor box over a square and select a character. The view crusade is to capture all of the enemy’s characters or castles. 


PLAINS 


FOREST 


CASTLES 


The courtyard in front of the castle is completely open 
and has no cover for use during battles. Once you’ve 
captured a castle, step inside to Power-Up. 


The Plains are generally open regions with perhaps a 
few sunflowers or fences. Since there is little cover, 
swift characters have an advantage in battle. 


FOREST 


The Forest areas have rocks, plants, trees and stumps, 
but they are more open than the Mountain areas and 
arc an ideal place to fieht your enemies. 


Mountain regions have many obstacles, including thick 
forests and undergrowth. It can be difficult to move 
about here, or, even see your character. 


Mountain <irto* con mulct combat Slow or w«ok eboroeftr* can u»t 
efifficirfl for many character!. tht cover te brotect thamsdvt*. 


Starch through tv«ry jerttn of tht 


o.a.M.a.ca. 

8-S-2-8W2 

8-S-888SS 

©Wet £©: 

228888S 

• 0 ©©SP 0 ' 

C5©.O.G®.©r-\i 


























































1HECMBM&S 


Your King has great strength for attacking 
enemies and his armor is strong. His motion 
is hampered m densely wooded areas such as 
the mountains, so try to pick battlefields in 
the other three areas. He is a particularly 
effective fighter against the enemy Queen 


and Wizard due to his defensive and offen¬ 
sive strengths His jumping power is also 
highly rated, making him valuable in the 
Forest and Plains areas. When the King is 
matched against swifter opponents, use 
magic spells to attack from a safe distance. 


(The Queen can attack with great speed and medium strength and her magic attack takes 
she can jump well, making her a formidable a while to build back up between shots With 
opponent in the Plains and Forest, especially the Queen, try attacking over a long dis- 
against slower characters such as the Giant, tance. This will give her the chance to dodge 
Unfortunately, her other attributes are of while her attack power is being restored. 


The Wizard’s greatest advantage is that he can strategy. Tins sort of strategy works best against 
attack often and swiftly His speed is only the big fighters like the Paladin and Giant. His 
medium,but you can still employ a hit-and-run biggest disadvantage is his weak defense. 























































Although the Knight is limited to 
swinging a sword and therefore must 
fight all his battles at dose range, he 
has superior armor and attacking 
strength He is one of the few charac¬ 
ters that moves well in the Mountain 
area. Since the Knight has no weak¬ 
nesses, you can fee! confident using 
him against any opponent Knights 
are a good choice for capturing 
enemy casdes. 


The Paladin is slow, especially in the 
Mountains, but he is well-rounded in 
most other areas, making him a good 
choice against strong fighters and 
magic users alike. He is a particularly 
good choice for storming castles and 
then holding them against all chal¬ 
lengers. You might also consider 
leaving him behind the lines to pro¬ 
tect your castles from enemy attacks. 


The Bowman is the fastest warrior in the 
Plains, and the best jumper He can get in 
several shots while the enemy only has 
time to attack once. Use him as a scout, 
staying on the Plains and in the Forests 
while penetrating enemy territory His 
armor is almost nonexistent, so you’ll have 
to keep moving and shooting. 


The Giant is slow, but his Boulder- 
throwing attack is very powerful. 
Two or three hits will defeat most 
enemies. He is also able to withstand 
a lot of abuse from enemies. If you 
make use of low cover, staying 
behind a log, for instance, you’ll be 
able to throw boulders while staying 
safe from hand-to-hand attacks 
Magic is more difficult to dodge, but 
magic users tend to be weak. 
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Corbie Is e Ifedemark of Mattat Inc 
© 1992 Mattel Inc 
© 1992 Hf Tech Expres«tfon!» 


Game Girl 


F resh from her success an the NE5, the papular heroine, 
Barbie, Is making waves an Game Bay with Barbie Game Girl 
fram Hi Tech Expressions. Barbie is an a search far the perfect 
outfit at the Fantasy Mall, but her adventure is far fram just a 
ashian show. She somersaults aver obstacles, power walks 
through packs of enemies and swims the seas as a mermaid in 
seven action-packed stages. Barbie Game Girl is a solid game 
with a theme and a difficulty level suited far players wha may 
not find games such as Operation C ar Daub/e Dragon up their 
alley. Between levels there's a Match Game which allows play¬ 
ers ta take a break from the action and rake in bonus points. 


HELPFUL ITEMS 


MATCH GAME 


Several items which can help you 
complete your mission are scattered 
throughout the floors of the Fantasy 
Mall Pick them up and * use them 
accordingly. 



Gem Bags earn you 10 Gems 
each Toss the Gems la itun and 
eliminate enemies 



There are a few Coins in the 
Fantasy Moll By throwing them, 
you can knock out creatures 



Youfl earn 1,000 points at the end 
of each level for every Flower fhol 
you collect 


The big B symbols in the Mall ore 
1 Ups Collect them for extro 
Barbie lives 



Enemies that have been hit Iwm 
into Stars Collect 100 Stars ta 
earn a 1 Up 



When Barbie hits a Heart, She II 
hap into her Aerobics Outfit few- 
extra power 


You’ll find a Match Game at the end of most 
levels of the Fantasy Mall. There are 16 Cards in 
a four by four square. Flip them over two at a 
tune and match the pictures. Each match will 
earn you 500 points. 



Flip aver the Cords in the Match Game You II earn 500 points 
for every pair 



STAGE 1 The Atrium 



The first floor of the Fantasy Mall is loaded with hazards. Leap 
onto the moving platforms to avoid falling into the fountain 
and make sure that you pick up the Heart and Lightning Bolt 
for special suits. 



the Boxes with Gems, you II be able ta 


Have a Heart 


You II find o Heart 
high above the 
floor Hit the 
Boxes under the 
Heart twice. 

They II rearrange 
into o stair like 
pattern so that you 
con chmb up ond cfoim 
reach the Hear! ond 



STAGE 2 Mermaid Aquarium 



Barbie will turn into a Mermaid in the Aquarium on the 
second floor. You can make her swim fast by tapping the A 
Button. Watch for sharks and falling planks. 


Shark Surprise 

There ore several sharks in the deep waters of the 
Aquanum You II know that they re an the woy when you 
bear the 'da dum da dum* theme music Swim around 
them or hit them with a pair of Gems to score them away 



Hidden Hold 

You II find o hidden orea under the 
Aquarium fiaor Clear a woy the 
blocking Baxes and go below for 
bonus items 
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STAGE 3 Soda Shop 



Sugar Cubes, Milkshakes and Soda Fountains are the obstacles 
on the Mall’s third floor. By avoiding them, you’ll be one step 
closer to your goal. 


Quick Creatures 



This flying choroc- 
lor moves up ond 
down in the oir Hit 
it with Gems or 
move to ovoid it 



The Miikshokes m 
the Sodo Shop 
toss straws Jump 
over them ond 
return the fire. 


Jump and Collect 


Several Stars ore 
hidden in this level of 
the Moll Jump into the 
oir to moke them 
oppeor 



There ore bunches 
of Flowers in the 
Sodo Shop Pick 
them to earn 1,000 
points per stem 



STAGE 4 

Mermaid 
Aquarium , too 




GAME GIRL 



The Aquarium on the fourth floor of the Mall is a corral maze. 
Swim through it as safely as you can and look for a hole in the 
Aquarium wall. 


Jolt the Jellyfish 


A giant Jellyfish has 
captured the King 
ond Queen Crab of 
the Aquarium it's up 
to you to hit this 
fiend with Gems 




and Free the Cra bs if you run out of Gems, another Gem Bog will drop into the chomber 





The only way to exit the Dressing 
Room maze on the Moll s top floor 
is to open the nght doors ond 
enter the right rooms 


The Mall’s top floor is a Dressing 
Room maze. By opening the right 
doors, you’ll make your way to 
the perfect outfit and the end of 
your journey. Don’t be discour¬ 
aged if you find yourself at a dead 
end. The rooms that don’t lead to 
the exit often do lead to Power- 
Up items or 1-Ups. Collect the 
items, then back up and open a 
different door. Good luck! 


H:r the C Block m the oir 
to release o 1 -Up 


A stream of Rubber Bolls flows near the exit IF you 
hit them with Gems, they'll turn into Stars. 


STAGE 


7 Dressing Room-Top Floor 


The Fantasy Mall Toy Store is filled with Alphabet Blocks. The 
only way to get from one side to the next is to walk on a three 
block platform that floats through the store. 


XYZ Express 


The X, Y ond Z Blocks near the 
entrance will prove to be your 
ticket to the other side Ride them 
ond watch For flymg Kites 


High C 


Seeing Stars 


The Music Store on the sixth floor is filled with notes and discs. 
Hop onto this hit parade to find a way out. 


Take a Spin 


I—■———A—iail I 

Moke sure to grob the 1 
Up that pops out oF c Gift 
Box necr the top 


Ycu il find o gicnt Juke Box ot the end of 
your Music Store |ourney Avoid the notes 
Ihot pop out oF the Box ond 
Quarters en either side fo 
moke them spin. 


You II find spinning Record* ond 
CDs at the top of the store Jump 
from one to the next to continue 
your climb 


#1 Hit 
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ILLUSTRATED BY 

CHARLIE NOZAWA 


I PONT see ANY 
LIGHTS ON 


IN OUR LAST EPISODE, THE MARIO TROUPE LEARNED THAT 
YOU CANT COUNT KOOPA OUT TOO SOON JUST AS THEY 
WERE CELEBRATING VICTORY. HE RETURNED TO NAD THE 
PERIL-PLAGUED PRINCESS AND CARRY HER OFF IN HIS KOOPA 
COPTER. MARIO AND LUIGI MOUNTED AN AIRBORNE PURSUIT 
ABOARD YOSHI. WHO, TO THEIR UTTER AMAZEMENT SPROUTED 
WINGS AFTER EATING A KOOPA SHELL THEY SOON LEARNED 
AT THREE THOUSAND FEET--THAT HIS WINGS COULD DISAPPEAR 
AS QUICKLY AS THEY HAD APPEARED. WHEN YOSHI SPIT OUT 
THE SHELL, THE TRIO PLUMMETED TO EARTH, LANDING BEFORE 
AN EERIE BUT INVITING CHALET. 



ANP X THINK WE'Re 
VUE FOR A LITTLE 
VACATION OURSELVES 
LET'S see IF WE CAN 
RES T HERE. 


maybe 

IT'S SOMEONE'S 

VACATION 

RETREAT. 


MAMA MIA, 

WHAT A 

PECULIAR PADi 


Y 











































THE FOOLS/ 
THEY FELL FOR 

W ^ 


HAHAHA/ Ml 

CASA a6 su 
CAS At MAKE 
YOURSELVES 
RIGHT AT 
HOME, MY 
UNSUSPECTING 
TRAVELERS- 
YOU'LL BE 
STAYING/ 


IT LOOKS 
LIKE NO 
ONE’S 

HOME! 


THEN WE'LL 
HAVE THE 
PLACE TO 

OURS EL VES 
C'MON 


PRAT! THEY'RE 
STOPPING. 


WAITf PON'T 
GO IN! 


ANP WE 
ALMOST 
HAD 'EM? 


SILENCE/ YOU'LL 
SEE—THEY'RE TOO 
NOSY TO TURN 
BACK NOW/ 







































MARK MY WORPS! THEYRG TIRED, 
HUNGRY AND, BEST OF ALL, LOST. 
THIS COZY LITTLE BUNGALOW IS 
JUST TOO TEMPTING FOR A SNOOPY 
PAIR LIKE THE MARIO BROS. AND IT'S 
UNLOCKED, WHICH MAKES IT 
IRRESIS TIBLE / 



WAIT, LUIGI. WE MAY BE TIRED, 
LOST AND, WORST OF ALL, HUNGRy, 
BUT WE MUST KEEP OUR WITS ABOUT 
US. THERE'S SOMETHING STRANGE 
ABOUT THIS PLACE.. MY GUT FEELING 
IS THAT IT'S A TRAP/ C'MON- LET'S 
GET OUT OF HERE' 





WAIT? i have yet to play my 

W 1 * TRUMP CARP/ 











































SPEAKING OF CHEESE, 
THAT SMELLS LIKE A, 
. FINE PRO VOL ONE/ I 


I JUST CAN T RESIST 
THAT AROMA/ 


NO! LUIGI, 
COME BACK 
HERE? 


LUIGI/ 


YeowyeowYeowcHf 




































THIS IS A FIN£ /A€Si 
NOW WE RE LOCW* 


yosHU 


MY PLAN WORKEP 
PERFECTLY/ A SUPERIOR | 
Ml HP A SUPERIOR S TRA TBS' 


HEH H£H H£H' JUST 
AS I PREPICTEP. 


A GREAT 

PLAN' 


HAH' WELL, NOW THAT 
I'VE MUFFLED THE 
MEDDLESOME MARIOS . 




LUIGI/ 

WHERE ARE YOU? 






















































\\ 




CUT THAT 
OUT/ 


WHAT'S 
THE BIG I PE A ? 


I'M OUTTA HERE* 


mtmwLe. 













































































































PONT TURN YOUR 
SACK ON THEM! 


ACKKf BUM-BITING 
BOO - BUPPIES / 



MOVE, LUIGI/ 
BACK UP 
AGAINST 
THE WALLt 





TO BB CONTINUEV 




























































THE immo OF ZELDA: 

A LINK TO THE PAST 

HOW DO I GET THE BIG KEY 
IN THE SWAMP PALACE? 



/ 


Glory Evans 


Y ou must have the Big Key if you 
hope ro complete the Swamp 
Palace and learn all of its secrets. 
From the large chamber with the Big 
Ta*asurc Chest in the center, exit through 
the upper left-hand door. In the next 
room, flip the flood switch and hit the 


Crystal Switch so it turns red. Return to 
the large chamber and take the lower left 
door. Continue through the far left door 
in the next room and go up the stairway 
in the room after that. Now you’ll find 
yourself in a large room filled with a shal¬ 
low pool and a rotating arm of fire 


Dodge the arm of fire and make your way 
to the upper right-hand hole in the floor. 
Push a stone out of the way and drop 
down the hole ro the first basement. Now 
head to the right, through a door and inro 
a room with a row of skulls and a Treasure 
Chest. The Big Key is in the Chesr. 



In the big central room, take the upper left 
hond door to the next room 



Use o bomb, orrow or baomerong to hit the 
Crysiol Switch from o distance 



Go up the stairs lo the room with the pond 




tn the shollow pond room on the first floor, 
push the stone block out of the woy 


Jump down the hole ta the first bosement At 
the bottom, heod ta the right 



Look for the big Key in the Treasure Chest 
beyond the row of skulls 
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THE LEGEND OF ZELDA: 

A LINK TO THE PAST 

HOW DO I DEFEAT TRINEXX? 


V 


Mark Pidgeon 


T he final guardian of Turtle Rock 
is Trinexx. The iwo heads on 
long necks will attack Link 
when you first enter the chamber. One 
is hot and the other is cold. Use die Ice 
Rod to stun the hot head and the Fire 
Rod to stun the cold head. You don't 
have to destroy the heads with the 
magic rods, just weaken them widi one 
or two shots. The final blows can be 
delivered with Link's sword. When the 
two side heads arc defeated, Trinexx is 
transformed. His weakness now is the 
flashing section of his body. 



Destroy the Ice Head first ta ava d slipping Use 
the Rad of Fire and the Sward 



After defeating the Fire Head, attack the flash 
mq midsectian af the new Trinexx 


WHERE IS THE STAFF OF BYRNA? 


D 

T he Staff of Byrna can protea Link 
from damage, but it uses lots of 
Magic Power to operate. Youll 
find this mysterious relic in a cave on the 
side of Death Mountain. From the Dark 
World warp in the circle of flowers, walk 


straight off the side of the cliff. You'll 
land on a small ledge with a cave 
entrance. Inside the cave youll find a 
row of Moles blocking the passage to the 
Staff. Bop the Moles with the Magic 
Hammer then spnnt down the hallway 


ta 

of spikes. Make sure you have extra Lite 
Potion or you may not survive die dam¬ 
age from the spikes. At the for end of the 
hall, you'll find a Treasure Chest. The 
Staff of Byrna is inside. The Staff can 
keep you safe on rhe return journey. 



Walk straight dawn fram the 
Mountain, then |ump aff the 


an Death 





ipwff ••*vT3*i*4*4*i*i*ir*i 
V* 444 ? 4 ? 4 ^ 4 * 4 * 4 * 4 * 4 * 4 * 444 * 44 ^ -a 


V 4 !?* 441 * 4 444 A 4 A*l 4 i 4 iU 4 **3r 




Use the Mag*c Hammer ta flatten aut the Males 
in their hales 



Run across the spikes and use life Patian ta 
keep you healthy all the way ta the end 



T he Waterfall of Wishing lies in 
the river area north of the Magic 
Shop. A sign beyond the Shop 
points you in the right direction, but 
you can also find the Waterfall by 
heading east from the Magic Shop to 
the first bend in the river, then north to 
the Waterfall. Link must have Zora's 
Flippers to reach the Falls. Press 
straight up into the Falls to enter a 
secret cave. Youll find a Faerie inside 
who can transform and improve some 
of your items. 



Push into the Waterfall northeast af the Magic 
Shap Yau must have Zara's Flippers 



The Fatry in the cave will exchange new magic 
items for some of your used items ar weapons 
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WHERE CAN I BUILD UP MY LEVELS? 


& 


iw 




A/ex Sorgeant 


K 


E arly in the game, the best place to 
build your levels is in a section of 
woods near the town of Kanave. 
On the north bank of the river east of 
town, you’ll encounter rovtng bands of 
monsters that, when defeated, yield an 
average of between 500 and 900 
Experience Points. By the ttme your 
characters arc at Level 10 or 11, you 
should be able to defeat the parttes 
encountered in this region. Beware of the 
Bomb Crags, though, especially tf a 
group of them appears. Thetr SACRI¬ 
FICE spell will wipe yott out. Its better 
to run away. The Avengers are the prize 
party Defeat a party of three Avengers to 
earn more than 900 Experience Points. 


You might also win a Battle Axe from 
these masked marauders. Since the aver¬ 
age number of Experience Points needed 
to reach the nexr level at this stage ts 
between 1200 and 1800, you should be 



T o eorn 'ols of Experience Points, stoy within 
the forest boundories os indicoted in the pho 


able to reach high Levels quickly Liter tn 
the game, when you have reached Level 
30 and beyond, you cm find even richer 
hunting grounds in the Cave of 
Necxogond and the Phantom Ship 


HL'«U 

HUGS 

H133 

H133 

m ?a 

K O 

M*?<T 

MI7I 

Hr t ~ 

r85 

RrQ ; 

W*Gfc 



< 


* < 



►FIGHT 
PEI * 
PUN 
TTFM 



Th* party o 1 three Avengers yields mor® than 
900 Experienca Points ond o lot af gold 



T he Elf in the Shop tn the 
Hidden Village of the Elves will 
sell the special items only ro 
another Elf Becoming an Elf is easy, but 
recognizing that you are an Elf tsnt. The 
transformation takes place by using the 


Staff of Change, which yon pick up by 
defeating rhe Fake King in Castle 
Samanao. ILe transformation magic is 
random, and you may take on a shape 
other than that of an Elf The photos 
Mow tan help you cell when you are an 


Elf and not a Dwarf or other creature. 
Once you arc properly disguised, enter 
the Shop, which is up and left of the 
central pond in the vtllage. Now you 
can purchase items such as the Angds 
Robe and Poison Moth Powder. 



-rOHHONCi - 

HftLK 4PELL 

Tim ITEM 

SI EQUIP 



Jl VJ 



•I can no* a 

a 

1 * 

mnytH&n . * 
►u' in® 

DID I at 

o 

■ * 

n. 1 

± - 


When you use the Staff ol Chonae yau II Irons 
form randomly into some type ar being 



C-npO*: Jt 2 lt 

nytOin -to \ Human 

J in 

aase l^i*»** iF ynu 



► TOLK 

PELL 

ST AT U~ 

ITEM 

SEARCH 

EQUIP 


These Merchants moy look like Elves, sort al, 
but you won't faof the Elf shopkeeper 



ruv 

1ELL 


'Hof in 

Hhit can :ua <fo 

jou?' 


—^T ■IHHhMI." ~ 

► Talk 

SPELL 

STATU f 

ITEM 

SEARCH 

EQUIP 


When you transform into this shope. the Ell in 
the Shop Will sell you special items 


? 1 HOW DO I GET THE NEW TOWN TO GROW? 1 ? 


T he New lown in the field wont 
grow unless you have defeated 
()rochi and picked up the Staff 
of Change. Once those conditions have 
been met, continue to vistt the New 
Town regularly. Each time yon come to 
town, talk to all the people before you 
go. You can speed up the process by 
visirmg the town, saving the game, 
pressing RESET, then going back to 
the town. 



Tolk to the old mon in the field neor the coast to 
help the new town g<^t started 



Return regularly to the town Talk to the 
Founder and everyone else when you visit 
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WHERE IS THE WARP TO STAGE 3? 


Mitch Crim 


A watp in Stage 1 can take you 
quickly to Stage 3, if you know 
where to look. Since the maps in 
Altered Space are set at an angle, use this 
Key when following the directions below. 



In the room before the Warp Roam, |ump aver 
the spike at ance then walk through the UL wall 


The Upper Left wall is designated UL, 
Upper Right is UR, Lower Left is LL and 
Lower Right is LR. From the beginning of 
Stage 1, go UR one room, UL one room, 
LL two rooms, UL one room, UR one 



Stond under the Warp device in the Warp 
Raam and you wil transport out 


toom, UL one toom, and LL one room. 
You are now on the fax left side of Stage 1. 
If you walk up through the UL wall, you’ll 
find a Warp Zone that takes you to Stage 
3, allowing you to skip Stage 2. 



This screen indicates that yau will now beam up 

to Stage 3, the Cryadeck 



WHERE IS THE WARP TO STAGE 5? 



S tart at the Stage 3 elevator and use 
the directional Key listed above 
for moving through the rooms. 


First, go UL one room, UR one room, 
LL two rooms, LR one room, LL two 
rooms, UL one room, and IL one toom. 


The Warp Room is through the UL wall. 
Walk through the wall and stand under 
the Warp Device to transport to Stage 5- 



Stand at riqht as shown until the spike falls oft 
the black, th^n hap on the block 



Go through the UL wall ta reoch the Worp to Stand under the Warp device to transport aut to 

Stage 5 Ride the black aver the spikes Stage 5 


THE PROS CAN SHOW YOU HOW IT’S PLAYED 



WRITE TO 

Counselors' Comer 
P O. Box 97033 
Redmond, WA 
98073-9733 

CALL: 

(206) 885-7529 
Nintendo Game Play 
Counselors are on call 
Mon-Sat. 4:00 a.m. to 
Midnisht and Sun 
8:00 a m. to 5 00 p m 
Pacific time 
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‘OVER TMEREjjjl 

LEARN TO FLY 
BEAUTIFUL FRANCE i 

aoop hours ^ 

•TOP PRY/HONORS 
'60 POWN IN HISTORY 
FREE BURIAL SERVICE] 


/ REMEMBER TO 
RAISE YOUR PLANE TO 
THE TOP MECHANICAL 

level so you can 

PERFORM "TH£ SPLIT S. 
v ANY OUESTION5? . 


yeah, 
PD PI<5S 
FLY? 


WHY PONT > 
YOU SHOW If 
U5 HOW 
IT’S PONE,W;7 


IT'S ^ 
THE REP 
BARON/ WE'R£ 
PO 0 M£P/ . 


BACK HOME I'VE ^ 
FLOWN £V£RYTHIN<S 
FROM HAWS SUPERS 
TO SPACE SHUTTLES 


ARE YOU ^ 
KtPPlN<37 ONLY 
A BEAiSLE WOULP 
TAKE THAT <5UY 
SERIOUSLY 


H£'S COMPLETELY 

pisoRiewrea he’s 

. SOI WO TO CRASH/ 


YOU'LL 
66T US 
KILLS? 


WHAT'S 
IT TO 
YOU’ 
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THE APDAMS FAMILY! 

Barry & Kam Konp Baltimore, MD Finished 

Jason Mnrray Commg, AR Finished 

Kimberly Ribfao Westchester, PA Finished 
Lon & Stoph Digo Merced, CA Finished 


CONTRA iu. THE 
ALIEN WARS 


Joseph Deegan 

Oceanside, CA 

Finished 

Chns Davidson 

Charleston, SC 

Finished 

Pierre Pilon 

Ottawa, ON 

Finished 

Shelly Lohty 

Grand Rapids, Ml 

Finished 

i DRAGON WARRIOR ffl 1 

Jason Sues 

Akron, OH 

Finished 

Hayato Tana be 

Omaha, NE 

Finished 

Carole Beeton 

Pleasant Hill, CA 

Finished 

Carrie Fitzpatrick 

Verona, NJ 

Finished 

Huey Nobles 

Greenville, TX 

Finished 

Michael Leeds 

Salt Lake City, UT 

Finished 

Randy A 



Kim Richardson 

Plano, TX 

Finished 

Pat Chldester 

Oriand Nllls, IL 

Fmished 

1 FINAL. FANTASY HI 

Jay A Kerry Reopel 

Feeding Hills, MA 

Finished 

John Bestor 

Kansas City, MO 

Fmished 

Jon Fife A 



Paul Louerell 

Grand Rapids, Ml 

Finished 

Ken Mi Her 

Rlngwood, NJ 

Fmished 

Mark Herring 

Goshen, IN 

Finished 

Mike Gillen 

Cambridge, ON 

Fmished 

Ray Smith 

Wellsburg, WV 

Fmished 


FINAL FANTASY 
ADVENTURE 


Sean Johnson Pasadena, CA Finished 

Peter Kopala Northbrook, IL Fmished 

Joey Akron Oklahoma City, OR Finished 

Robert Makuhowikl MJ>. Indianapolis, IN Finished 

Nancy Ingelstead Bridgeport, CT Finished 

ITHE FLINTSTONES] 

Jason & Chru Laird Spring NiU, NS Finished 

Andy Wendllng Hudson, !A Finished 

Billy Barnes Methuen, MA Finished 

Brad Gallien Westerville, OH Finished 

Rrendan Spaar Covington, LA Finished 

Don Veranesi Seminole, PA Finished 

David McAdams Beaverton, OR Finished 


JOE & MAC H 


Brian Peterson 

Hendersonville, IN 

Finished 

Chris Dunham 

Meeker, CO 

Finished 

Eric Nelson 

Jamestown, NY 

Finished 

Kevin Scott 

Mount Vernon, ICY 

Finished 

Mike Ihty 

Denver, CO 

Finished 

Adam Lowry A 

Enk Jones 

Centra Ho, IL 

Finished 

John Baft 

La Crescenta, CA 

Finished 

Mkhoel Waldmer 

Mowed City, KS 

Finished 

Jonathan Goldberg 

Hawthorne, NJ 

Finished 




THE LEGEND OF THE 

MYSTICAL NINJA 


Rajiv Mashruwala Houston, TX Finished 

Frank Jackson Woodbum, OR Finished 

Craig Benetz Philadelphia, PA Finished 

TOE LEGEND OF ZELDA: 
A LINK TO THE PAST 


Chris Baughman 

Peoriand, TX 

Finished 

Cory Allmeedinger 

Whither, CA 

Finished 

Don Parks III 

Fnlton, NY 

Finished 

Jamie Goa Ids 

Millers Creek, NC 

Finished 

Katsu Yamaudii 

Richmond, BC 

Finished 

Jeff McLain Jr 

Behridere, NJ 

Fmished 

Jonathan GatHeridgeAJbuquerque, NM 

Finished 

Keith Glh k 

Meldnm, GA 

Finished 

Lucas Rotondo A 



Justin Stratis 

Murray Hill, NJ 

Finished 

Pam Weber 

Joshua Tree, CA 

Finished 

1 LEMMINGS 

Charles Moody 

Havre, MT 

Finished 

Hannah Evanson 

Seattle, WA 

Finished 

Manny Waas 

Norfolk, VA 

Finished 

1 MEGA MAN EZ 1 

JD Hatversan 

Lokewood, CO 

Finished 

Robert Davis 

Brewerton, NY 

Finished 

Scott Hoefka 

Burke, VA 

Finished 

William Brack** 

Schofield, W1 

Finished 

Jason Stratton 

Oxnard, CA 

Finished 

Jerome Dupont Rodude Montreal, PQ 

Finished 

Jeff Wrigley 

Renton, WA 

Finished 

SMARTRALL 1 

Michael Thrash 

Fort Worth, TX 

Finished 

Suzanne Elliot 

Boston, MA 

Finished 

Tracey Jullmn 

Rochester, NY 

Finished 

Curds Undsly 

Phoenix, AZ 

Finished 

Ian Black 

Cincinnati, OH 

Finished 

STAR TREK 

Frederick Cnrry 

Spencer, IN 

Finished 

Mark Parker 

Winter Garden, FL 

Finished 

Mihe kooks 

Portland, OR 

Fmished 

James Valkmuth 

Hamlin, NY 

Fmished 

Jason Niehaus 

Roswell, GA 

Finished 

Matthew Bernhardt 

Park City, MT 

Finished 

Darlene Nathan 

Santa Fe, NM 

Finished 


ISUPER MARIO WORLD! 


Wendell Hubbell 
John Redmond 
Billie Jeon He pier 
Brandon Hall 
Clay McEhreea 
Hector Garcia & 
Kristy Lease 
John Batchelor 
John Hnghes 


Olathe, K$ Finished 

Farmington Hills, Ml Finished 

Ashland, PA Finished 

Winchester, KY Finished 

Columbia, SC Finished 

Lahe Worth, FL Finished 

New Richmond, W1 Finished 

Revere, MA Finished 


TERMINATOR 2: 
JUDGMEEMT DAY 


Mellissa Kotecki 

Milwaukee, Wi 

Finished 

Joe Kurt 

Erie, PA 

Finished 

Scott Leminger 

Schenectady, NY 

Finished 

WiHie Jackson 

Arista, CA 

Finished 

Tom Goldsmith 

Herndon, VA 

Finished 

Undo Wordingtan 

Portland, OR 

Finished 


TINY TOON 
ADVENTURES 


Rranden Rrown 
Andy Wahilo 
Beau Green 
Christian Suarez 
Scott A Doug Murata 
Vikram Chopra 
Eric Thiede 
Coral Knsty 


Scenery Hill, PA 

Finished 

Endicott, NY 

Finished 

Port Clinton, OH 

Finished 

Rosemead, CA 

Finished 

Los Angeles, CA 

Finished 

Renton, WA 

Fmished 

Kaukauna, WI 

Fmished 

Salem, OR 

Finished 



Adam Ruffin Wdlhnrsville, WV Finished 

Jonathon Thompson Jr Milwaukee, W1 Finished 

Brian Doxtoder Nurtey, NY Finished 

Chris A Ryan Krueger Medford, MA Finished 

Ken Britton Derry, NH Finished 

Scott Ford Buckhannon, WV Finished 

Erik Yak in Saint Louis, MO Finished 

Chad A Kyle Kowalski Flint, Ml Finished 

WANDERERS 
FROM YS 



Alex Sch ram 
Chad Hucka 
Greg Moses 
Jason Spotts 
Jim Kiley 
Nick Bogovkh 
Timor Wilson 
Scott Aaron son 


NiQRra Falls, NY 
Granite City, IL 
Fort Smith, AR 
PaxHios, PA 
Vnstal, NY 
Thornton, IL 
Bowie, MO 


Finished 

Finished 

Finished 

Finished 

Finished 

Finished 

Finished 


Washington Crossing, PAFinished 


Join the league of Power Players by sending 
photos of your high scores to: 

Nintendo Power Players 

P.O. Box 97033 
Redmond, WA 98073-9733 
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Tb-Jfirst section ot Stage 1 is 
relatively short. It introduces 
you to a few common ene- 

i 

tnics. Get used to jumping 
and using your offensive 
powers here. Stand m front of a door 
and press Up to continue on to the next 
section. 


Timmy and Jamie have been teieported to prehistoric times! Their 
adventure starts off when they team up with Rex and Tops, two 
friendly Dinosaurs. The Rockys, a gang of evil Neanderthals, have 
stolen a powerful fuse. Help save the Dinosaurs from extinction! 

TEAM UP WITH A DINO 


Timmy and 1U* 


If you play with Timmy and Rex,you’ll be 
able to punch enemies. By choosing Jamie 
and Tops, you’ll be able to toss tools at 
enemies. We strongly suggest using Jamie 
and Tops to take advantage of the long 


1 


GRASS LAND 


TRAMPO TROUBLE :£yn 

Trampos, by nature, will bow every 
so often and expose the spikes on 
their backs. Jump « 

and bounce off 
of the Trampos 


CINDY NAS A PROBUM 


Cindy doesn’t like Dinosaurs too 
much. Wc don’t really know why— 
she just doesn’t. She will persis¬ 
tently try to hop on you and your 
’Saur. Chuck some tools at her to 
j fend her off. s 





Various types of moving and 
disappearing platforms will 
confront you and your pre¬ 
historic companion in Sec¬ 
tion B of Stage 1. There is an 
area in this section where you will be 
required to dismount from your ’Saur 
in order to continue. Get used to doing 
this because there will be many more 
times when you will have to do it again. 


HOW ABOUT A BOOST? 

Press the R Button to jump off of 
your ’Saur. Then jump up onto the 
column to move it out of the way. 


MOVE FAST! 

Youll have to jump quickly off of 
the last sliding platform in order to 
reach the platform by the upper. 
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_ Depending on which door 
you take at the end of Section 
m. B, you will arrive at Section C 
or D. Section Cs biggest 
menace are the huge Drno 
Traps which will gobble up you and your 
ride and then spit you back out, causing 
you to lose a precious Heart from your 
Life Gauge. Jump with caution! 


MORE TRAMPO TROUBLE 

If you position your ’Saur exactly 
between the Trampos, you will not 
be damaged. Get the Hearts. 


D of Section D can pose a seri¬ 
ous challenge and threat to 
your Dino team. By jump¬ 
ing, instead of walking 
about, you should be able to negotiate 
the slick terrain much easier. To stop 
sliding, just jumpl 


The poky Seals, can easily be 
cleared out by jumping on them or 
throwing a tool in their direction. 


To disable the Skull Munchers, 
jump up on top of them. Alone, or 
with your ’Saur, you’ll be able to 

P u§ h their jaws 
down into the 
frozen ice. 


DINO CITY 


DINO TRAP ALERT 

Jump carefully up 
to the moving 1 
platform to get 
through this area, j 
Don’t jump off, j 
just fall down to ; 
the Blue Lift. i 

f c ^ 








Get ready for serious diff-hangmg 
action in Section E! You and your 
’Saur will have to make acrobatic 
leaps and negotiate some very 


steep terrain. Avoid the Red 
Winged Trampos in the central 
part of the section by jumping to 
the side of them. 




ROCK ’N ROIL 

Upon entering this diagonal 
shaft, a boulder will come crash¬ 
ing down behind you. Quickly 
find a safe spot and let the rock 
pass by before continuing on. 


swirr 


A BOOST TO THE 1-UP 


Fust, eliminate all of the 
Trampos in the area. Stand 
on an upper ledge and jump 
out toward the 1-Up, press 
the R Button and then jump 
again to reach the prize. 



CRASHER! 

A Neanderthal with spectacles?! 
Stranger things have happened. 
Crasher operates a Block-produc¬ 
ing contraption. Locate a safe 
spot to stand (there arc three) and 
then shoot at the Blocks. When 
the Blocks break apart, they’ll 
damage Crasher. You may be able 
to hit him with your tools, too! 

















































































JUMPIN’ FfSH 

TK first Fish cm be avoided by 
ducking downon the Water Speed¬ 
er. Shoot the second Fish or jump 
Over it. 


k The Ice Cavern in Stage 1 

/ was the only section 

which was underground. 
As you will see, all of 
* • Stage 2 is underground. 
However, each Section is very differ¬ 
ent. Section A is predominantly ver- 
tically-onented Watch out for the 
Barrel-tossing Rockys m the center 
vertical shaft. Beginning m Stage 2, 
you may come across some items 
like Eggs, Hearts and 1-Ups which 
appear impossible to reach. Don't 
give up! Every item you can see can 
be retrieved. It just may be a matter 
of perfect timing and positioning, 
along with a bit of finesse. 


LOWER THE 
STAIRCASE 


In order to proceed through tlus 
section, you’ll have to jump off 
the back of your *Saur. When 
you-land on the horizontal plat¬ 
form it will transform into a 
diagonal set of stairs. Jump back 
on your ’Saur and continue 
onward. ■- 


THE ONLY WAY TO 60 


The floor moves from 
side to side in this section. 
Wait in the lowest section 
and move to the right 


uni 

f * 
use of Wat a 

i across 

_ \ fall off—yoUr 
can*t swim The 
'W&x here must be very old 
becatitfe^hey will break and fall away if 
you stand on them. However, this can 
be advantageous considering the place* 
ment of some of the Items. 


LOOSE LEDGES I 

You can’t go under the ledges here, 
so jump up, walk over the ledges 1 
and catch the Speeder on the other 
side. I 



A TRICKY HJP ^7> 

To get this 1-Up, wait on the small plat¬ 
form ibovc it until it falls. Jump off and 
onto the not small platform just is soon 
as you have collected the prize. 




Again, depending on which 
door you exit through in a 
particular section, the order 
of the following sections can 
change. However, .ill of the 
sections must be completed in order to 
complete a stage. Section C is another 
tricky Icc Cavern with more crafty ene¬ 


mies. 


tits area. Uoryt land 
Rockys’ bayonets. 


ICE SLIDES \ 

The feet that these ledges are sloped 
and icy make them doubly danger¬ 
ous. Don’t get near the edge! 
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MONSTER M01ES 

The guardians of Stage 2 are the Monster Moles. 
These odd-looking twins will do their best to stop 
your progress. Their hands and bodies will not harm 
you, but don’t touch their spiked heads or the 
beams which they cast. Shoot their mouths to des¬ 
troy both of them. 


Dyck down to avoid the beams which the Monster Moles 
shoot out You con jump over them, too 


In Section D, Hedges, 
porcupine-like crea¬ 
tures, will drop down 
from above and will 
makes tracks towards 
you. They can attack from the 
front, from behind, or both direc¬ 
tions simultaneously. If you can, 
shoot them as they drop. 


HEDGES AND LEDGES 

It’s bad enough that the Hedges attack 
from both sides, but you’ve also got 
ledges Tiling out beheath you. 


l-UPON THE MUNCHER 

To get this dismount, run mad<*r 
the Skull and then hop up bn top. Nc # 
push the Skull Munchter down. 


Section E is one of the more 
ritricate levels in the game, 
arc several possible 
which will take you 
your ’Saur to the exit 


START 


SPIKED BARRIERS 

Tramg is the key to getting 
past the Spiked Barriers 
withouttikmg .hit.Witch 
their movements closely. 


ft*.,* 


THE LIFTS 
APPEAR 

• ^ ( r' • • r ' x 

Hidden behind e .cb column 
is . Blue Lift which will rais^ 
you upi irds. Don’t worry, in 
this level there are al yays 
Lifts under the columns-. 


j . 4.. . r- uA i ^ 

•4* ^ • r ^- * ^ * ‘ * ' ' ^ * “ * —— * 4 * 

BONUS STAGES 


Various types of Bonus Stages will 
appear throughout the game. If pos¬ 
sible, exit each section through the dark¬ 
er colored door. Unfortunately, the 
darker door is usually more difficult to 
reach than the lighter door. 




Proceed quickly to 
the right whila 
hopping from ledge 
to ledge arid 
grabbing item* 


Jump an the trampolines 
to bounce up to the 
item* os they past 
overhead 


It s a free-fall free-for-alll Say 
that three times fast while you 
grab os many items as you can. 
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THE RUINS 


STAGE 3 



STAKTl* 



Get ready for the ride of your life! 
Section A puts you and your ’Saur 
on track for a tricky train nde. 
You’ll be confronted by Barrel-car¬ 
rying C. Birds and Rockys with 


spiked poles who ride trains above 
and below you. However, the most 
difficult thing about riding the 
trains is staying aboard them! They 
move quite quickly. 



You’ll want to jump up and 
ride the upper train in this 
area. Ho vcver, youll h tve to 
rid of the two Burel-tos- 
sing Rockys first. Jump up 
and shoot them quickly. 



LOOK OUT BELOW 


A pair of red-bearded Rockys will 
i appear on a tr in below you. Move 
j to the front of your tram to avoid 
their spiked poles. They’ll drop 
( from sight for a while, but theyll 
rtappe ir all too soon. 



TRAIN TRANSFER 

To get to the lower dark door, you 
should be riding the upper train. Be 
careful not to get automatically trans¬ 
ferred to the lower tram when the train 
tracks cross. 


A DIFFICULT 1-UP 

If you want to get the 1-Up here, you’ll 
bave to jump down to the lower train. 
It’s difficult to do because you have to 
get rid of the Rockys and jump back to 
the upper train. 




Section B puts you immedi¬ 
ately into the fray! A whole 
bus load of Rockys will 
charge at you and troops of 
Moles will surface to make 
your life difficult. Keep firing off your 
tool weapons as you move slowly to the 
right However, don’t move too slow, 
the Moles may surface right beneath 
you! Bounce off of Cindy’s head at the 
end of the section if you want to reach 
the upper exit. 


RIDE THE BARNACLE 

When the first Barnacle drops 
down, avoid its spikes and then 
jump on top of it. Ride it up and 
jump to the platform wherc the 1- 
Up is located. Watch out for the 
other Barnacles! 


HERE COMES PRESS! 

As Press closes in on you, a row of 
Blocks will fall m front of you. 
Shoot away the Blocks. If Press gets 
too close, you can dismount and 
temporarily freeze him with your 
Remote Control weapon. 
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A MINOR DETOUR 

To grab -a couple • of extra 
Hearts and some valuable 
Eggs, jump off of the series of 
moving Blocks ind onto the 
small moving platform. Wait 
on the right platform until the 
moving senes of Blocks comes 
up and around to you. jump 
on it and continue upward. 


C * Section C in 

‘ ! Stage 3 is ver¬ 

tically orient¬ 
ed and is rem¬ 
iniscent of 
Roy's Castle in Super 
Mario World. You’ll be 
required to nde a few series 
of moving Blocks, climb 
ladders and avoid several 
areas of Spikes and Fire¬ 
balls. It's much easier said 
than done! Be sure to grab 
the easy 1-Up when riding 
on the moving Blocks. 




FIREBALL MADNESS1 

To avoid the Fireballs, stand just 
to the left of the Spikes and duck 
down. The Fireballs should fly 
right over you. Quickly jump to 
the right and then jump up to the 
far right moving platform. After 
lumping to the platform on the 
left, you’ll be ready to jump to 
either exit 


Lae 


START 


his is no amuscmeni ride. 1 he 
^Careless Circus” can be the sec¬ 
tion which tries your nerves the 
most The main enemies are Bees. 
They arc limited in number, but 

they’re certainly the- 

most bothersome and 
they can be terrifying 
if they gang up on you. 




The move m a totally rondom 

manner Shoot them quiddy or 
stomp them You m bound to talc* 
<9 few hits from the Beet to grab dl 
af the Hearts you can. 


f / ' 1 



' > 



Section E is an¬ 
other vcrtically- 
onented level 
Thistinu^youll 
have to deal 
with Barrel-tossing Rockys, 
moving flooring, spiked bar¬ 
riers, ladders and conveyor 
belts. It’s a little known fact 
that the conveyor belt was 
actually invented in the 
Stone Age. This game proves 
it! Cindy awaits your arrival 
at the top. 





Deal with the Barrels which the 
Rockys toss in the s me m inner 
s other enemies. Shoot, stomp 
or avoid them. 


THE DOOR GUARDIAN 

Cindy will appear again as you 
make it to the top of the last lad¬ 
der in the section. Defeat her as 
before. 


Tgtr - . , Zj* 


TRAMPO BIRD 

This is a relatively easy Boss to 
handle. The Trampo Bird will 
spit out Trampos. Bounce on 
the Trampos in order to get 
into position to shoot at the 
Trampo Bird. Watch out for 
the Fireballs, though. 



Bounce up to the Trampo Bird « 
elevation and let him have it with your 
tool weapon. It will take severol hits to 
defeat him 






































DANGER VALLEY 





rhe number of enemies and general hazards 
per section starts to rise in Stage 4. The ter¬ 
rain becomes more varied and difficult as 
well. C. Birds will arrive in droves and will 
drop Rockys down upon you. Several 
psycho Cindys will also test your patience. 


LURKING ROCKYS 

Proceed slowly in this area and shoot 
just as soon as the red Rocky scrolls 
onto the screen. 



There aren’t ; lot of 
enemies to defeat in 
Section B and it’s 
fairly short, but 
watch your step~you 
now whit's coming up next! 
ominous, huh? 


In the first half of Section B, two 
columns of Blocks will drop 
down in front of you. Blast all but 
one in the first column and blast 
all but two m the second. After 
blasting the second column, 
jump back onto the remaining 
Block in the first column. 


L>on t count on 
there being any 
Lifts hiding be¬ 
hind the columns 
in this section. 
There aren’t anv. 


START 


A vast Ice Cavern awaits 
you and your prehistoric 
buddy in Section C. The 
first half is relatively simple 
to get through, but when 
you get to the ropes, you’ll 
h .ve to concentrate on 
your every move. 


STOMP THE TRAMPOS 

Defeat the Trampos by I 
standing on the back of I 
your ’Siur. Mount up I 
quickly offer defeating the I 
lowest Trampo and press I 
Right. I 


At times, small Dinosaurs climbed 
vines to reach food, so they are natural 
climbers. Press Up to grab a rope. 
Press Right or Left and the B Button 
to jump off or move to another rope 



The dreaded Careless Circus 
i . Wheel rides again! This time, 
| the wheel changes directions. 
The rotation is the same, but 
the movement changes from 
to horizontal. 

(ay on an up- 
tform except 
opping down 
Heart. 





As before. Gees will be your biggest headoche while ndmg the w 
out for Parrel tossing Rockys, Joo It may be wise to try to |ump oi 
some of the Bee s~e specially rf they start to sworm 
































































The elevated action never seems to 
end! You’ll be required to switch 
trains more often this tune around. 
There are two vertical barriers which 
will make you jump from the train 
you are riding and drop down to a lower train. 
Towards the end of the ride, you’ll want to hop up 
to the uppermost train. 




Rockys love to rid* tht rails They certainly can make things difficult 
for o determined Dinosaur Watch out for Barrel tossers From above 
and spiked pole boarws from below A few C. Birds wiJJ make an 
appearance, too 



PRESS 

Talk about strange! This is the weirdest contrap¬ 
tion in the game. It’s hard to tell exactly what it is, 
but no matter—it’s coming right at you! You can 
jump on one of the spiked poles when they 
extend out. Wait for the water barrier to disap¬ 
pear then shoot at the bright, round exposed 
area. To slow the movement of Press you can dis¬ 
mount and freeze the Press Caveman with your 
Remote Control. 


By lumping up an a spiked 
pole ond then shoaling at 
the exposed area, you can 
defeat Press with several 
we’I timed hits 


MUCH MORE DINO ACTION 




heel Watch 
stomp an 




Stages 5 and 6 will challenge even the most skilled game players. The 
action is non-stop. By the time you reach the last Stages, you should bave 
collected mass quantities of Eggs. The quantity of Lives which you have m 
reserve will be crucial in your quest to complete the game and save your 
Dinosaur friends. Don’t let the Rockys rule. 


New enemies, like the Fire Birds, 
will continue fa appear in the last 
two stages of DinoGty Can you 
make it to Mr Big? 

Sfiv E§,saCL<av 



















































COMING SCON FROM LJN 
FOR YOUR SUPER NES, 
NES AND GAME BOY 


St 









Ettix hits on a winning combination of role playing and for action-packed sequences as drey fight to free unjustly 
action with t, i ,eu> ut • M> ' U\ ■ <i i 1 v«t *i. *.i ■ ■ > ■ .'iv. m • r 'jS'& ,"-rr •. - 

playing takes place in several towns and compounds, where p taintops to undersea caverns, are filled with th~ evil legacy 
players search for secrets and ferret out clues from each of genius gripped by greed. Th^ Soul Blazer must biea, that 
area’s inhabitants. They travel to many other destinations .deadly .grip. 


The oijce-kuid King Magndd let his greed get the better of Deathtoll. Summon him it did, and when he arrived, the 
him. He captured Dr, Leo, an engineering genius, and made Freihan people learned the true meaning of evil, as one by 
him make a machine that would summon the ultimate evil, one, he trapped them in his well-guarded lairs. 


tf ; -i cbailing# D*a»h' dl, 
♦rtat th« ' iir guards fir* 


Whin you <p#r> Mr*, > u will As y+u fiyhi, yaw II r«)*« ysur 
* >m«hm*s release Mt jfu. ixponarK:# lival 


Supremdy wiekid b*3*ts id 
#odi of lb* regions in Ml. 


Git fh* spiaal Storre and go 
lo lb# rvaxf imprisoned area 


“taster released 
an old woman. 




















































































Once a busy town, Grass Valley is 
now’ deserted. Before its inhabitants 

S ' 

were imprisoned by Deathtoll, the 
town boasted a Water Mi if, a grand 
house for, v the Village chief, and a 
population that had a kinship with 
anugals, If you free them, the people 
can rebuild their town, a* 


1 Village Chiefs House 

2 Village Store 

3 Mill House 

4 To Leo’s Painting 

5 Lisa’s House 

6 To the Underground 
Castle 

7 Treasure Cave 


| he East Underground Castle 

* - Dr. Leo’s daughter, Lisa, is being held m the east wing of 

t the Underground Castle. When you free her, return to town 
| and use the-Dream.Rod to see'what she’s.dreaming about, 
t When Lisa wakes from her dream, shell tell you to find her- 
f father’s paintbrush and return for more information. ‘ 


The cave entrance in the south* 
west leads to the western Under¬ 
ground Castle. Many treasures await 
there. Some are gifts from the people 
you free,’others lie m secret places 
and Treasure Chests. Free the Water 
Mill operator, return to town and 
help huii turn the wbed. ’When 
power returns to the castle, use the 
elevator to reach its eastern rooms. 


Qr. Leo’s Painting 

Equip X^o's Paint- 
brush and go view the 
painting m the Village 
ChiePs house on the top ' 

of the hill. Youll find that the painting 
is more than*fust life-like; it’s alive. 
Inside is a new wrifld inhabited by 
6erc£ enemies, some unfazed by the 
wtfapon you have now. Come back 
and fight them later with a stronger 
sword.-, • > ■ 


Avoid the Meta / Mantis' grip. Lure him to one 
side and, as he begins to fire, run up the center 
conveyor Stake as he nears, then run back to 
one of the 




Nestor rerieired 

Sword of ( Ife. 


bast Iff 

l am too weak to turn 
this wheel, wiI I veu 
do it for niff? 


| TORNADO 

DREAM ROD 

LEO'S BRUSH 

A PASS 

m 

RECOVERY SWORD 

]'• 1 ^ 1 ", y 1 

[ Tornado Maqic V 

creates a r y \pi.Sg' 

defensive twister 
h blows around 
you in a circle, protecting you 
from attack and menacing* 
your enemies. You 11 earn if m 
a later stage Gtv* if a wfed 

The Dream Rod, 
which you It find 
in a Oiest in the Jr 
west Wmg of 

ihe Underground Coitie, lets 
you bsfen to dreams You II 
use it to uncover secrets In 
the land of Nod 

LIT. -■ Y 

The brush that ‘‘ jf' 

Dr Leo used to ifjrfr " 
point his Kene £ ? 

holds special 

power According to a newly 
freed Tulip, eavesdropping ea 

Lisa s dream will help you find 
(be paintbrush s hiding place 

. a . o- - -r 

You II bee two ^-^8 

boys in Grass jjz'JLfp '. 

VbWey One 
wort f fell you 

where ho s hidden a freaiu/e, 
the other denies you passage to 
a cave—unless you have the 
Pass. Gabwalk to uncover it 

* ^ * \ x 

You'll find the 

Recovery Swad 

offer you ve yl' ► 

rehered to beat 

some previously invincible 

enemfe*. If cen be o life saw 

because rt refrls your energy 

meter offer battles 













































































When you mutilate Metal Mantis, 
the Village Chief will give you a 
Brown ’Stone, and the Master will 
recall you to the Grass Valley Shrme. 
There are six stones in all, and this 
one lets you Move to GreenWood, a 
new area that has three mysterious 
shrines to explore 


1 Guardian of the Woods 

2 Exchanger 

3 Restaurant 

4 Stage 

5 To the Marsh 

6 Mole’s Hole 

7 Cemetery 


Tap into a Stump’s dream to find out how to reach the 
Treasure Chest that ^ 

holds the Ice Armor, 

Wc.inrtg it, you c.in KgfTfcg 
walk ic ross coaU m the fBFS&i 
Fire Shrme without H W- 1 

being burned. 


You’ll find that the inhabitants 
of GreenWood are feathered and 
four-footed friends to a soul-weary 
warrior. When you find Delicious 
Seeds m the Water Shrine, take them 
to a Squirrel and get the Psycho 
Sword in return for your kindness. 


■ , You must prove that you’re from Green 
Wood to ride the Rafts to the Light ”- 
Shrme. The only proof the Rafis will HHj 
accept is buried ,with Turbo,. Dr. K■ 
Leo's dog. Ask the Crocs to let you 
use their backs as bridges over to the 
cemetery/ l; 1'1 


Before fighting the three 
Stone Men—put on the 
Shield Bracelet you got 
from the Mole Attack 
when they're moving. 


PSYCHO SWORD 

THE SOUL OF LIGHT 

DELICIOUS SEEDS 

LIGHT ARROW MAGIC 

You II reed a stronger 
swofd to combat the 
fiercer enemies fn rfr 

GreenWood's shrire*. * 

Feed a hungry Squirrel and, in relum, . • 
il will giye you the Psycho Sword, 
which con shin invincible enemies. 

Although Moles usuolly 
have poor vision, in ( % 

GreonWood one of them ; il 

has o Soul cf Light 

When ihot enlightened soul joins you, 
you II be eble to see in the darkened 
basements of the Shrines. 

The hungry Squirrel is 
craving Delicious Seeds, ‘ Jf 
which ore hidden in the KV ,, Ml! 

Wo ter Share When you 
find the Soul of Light, you II be oble 
to search the basereenl far Treasure 
Chests Open them oil. 

■ 

The amazing tight •**- 

Arrow Magic shoots 
bells of brilliance m all \ {\v-\ 

directions, allowing you 

Ic attack strong enemies from a safe 
distance It 5 powerful magic thaf 
takes eight Gems per use 

THE ICE ARMOR 

GREENWOOD'S LEAVES 

MOLE'S RIBBON 

SHIELD BRACELET 

Keep cool with the Ice h PfW-. 

, Armor It sin the Kf/j fy 

( Treasure Chest in 
■ GreenWood The cheit 

i» m plain view, but you can't get t© il 
until you intrude on the Stump s dream 
and clear bushes from the path. 

Moles can l see In bread 

daylight, so help Monmo(A|pf# / 

find her home Once 

there, she’ll leave you • r- ' 

the Mole’s Ribbon. Take it to the 

Mole blocking the tunnel When he 
leoves, talk to lh« other Mole 

Once you've taken the 

Mole to her nest, she l| > 
give you the Ribbon 

Give this Ribbon fa th* :v# vS^ 

• second Mole end receive the Shield 
Bracelet, which reduce* battle 
damage by one half 

-.. ■■■■—■■.- -r 

The Shield Bracelet that 
you receive from the 

Mole is dr valuable piece 
of armor Once you have rep- 

Equipped it, the Shield Bracelet ^ 

reduces by one hdf the amount of 
damage inflicted by enemies. 
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Take a dive in Area 3, the Seabed 
Sanctuary. According.to a Dolphin, 
there were pnee four Mermaid Stat¬ 
ues in the sanctuary that kept crea¬ 
tures from getting lost If you return 
them to their rightful places, they 
will open srbeautiful new region for 
you to explore. „ <r 


1 The Queen's Palace 

2 Herb Shop 

3 Mermaid Statues 

4 To the Dolphin’s Prison 

5 The Queen’s Dancers 

6 The Big Pearl 

7 To the Seabeds 


outherta And Rockbird 


urean 

** Fast-moving, meddlesome creatures inhabit the island \ *^Durean is an underwater volcai 
areas of Southern and Rock bird. You Gatl’t breathe under water, J with fiery lava. Small—but tough 
so look in Southerta for the secret to the Bubble Armor. After | abound, and some of them are in\ 
a Mermaid Statue f Mt f -j ' l r - ■ . _ ■ | this pomt. When you 

clears the way, search LI I i J venture into this area, * 3 


Rair> pounds the stormy isle of 
Blester, but youll get help from another 
force of nature. Using the Thunder Ring 
that you got from 
Lue, youll be able to 
attack enemies with |\ ’ 

the awesome power V 
of lightning bolts. .ft™ 


A gigantic skull ts master of the scuttled 
Ghost Ship* To battle the 

attack 


cranium creature ,, 
from the side as ft dtps near 
and dodge the skeleton 
hands. 


BUBBLE ARMOR 


YouII be given the Bobble 

Armor by someone you 

free from o leer in '-: 

Southwto Wearing the 

armor, you can venture safely into the 

deepest/ most treacherous waters. 


The Mermaid s Tear is A;.''’' 
resting in a Treasure /}, \ 

Chest in the Seabed 
Sanctuary When used in 
the right location, the icy tear con 
quicldy turn molten lava Into cold stone 


The Critical Sword V^L 

increases ywr attack 

power After you dash to 

the top of Dureon s 

volcano and use the Mermaid s Tear, 

look for it fn u Treasure Chest m the east 


Another Soul |oms you when you 
clear Rockbird Island With the Sod 
of Shield, traveling becomes safer 
then before The shield offers seme 
protection from damage 


THUNDER RING 


THE BIG PEARL 


POWER BRACELET 


MAGIC FLAIR 


A Dolphin holds the key r j 4 

to thunder If you visit 

Luo once he's free, he II ♦ f 

givo you the Thunder 

Ring Equip the ring and touch a 

pyramid lo make lightning strike 


lb find the Big Pearl, nde o w 

Dolphin lo e remote Trea f| -^#1 
sure Chest in the 5eabed 
Sanctuary Present the 
pearl to a dooming Ddphm to open o 
secret area for exploration. 


Seorch for the Power 

Bracelet in the Seabed 

of St Hies, before you '* 4 ^/ 

reach the region of the 

Ghost Ship Its u powerful find—it 

doubles the strength of your attack. 


The Mermaid m the smell J 
room on the sanctuary s fr 

west stdt grants the gift > ' 
of Mogic Hair She tells 
you that the mogic is especially 
effective against flying monsters. 


SKULL MMTER 


A. .% 









DWMWERZ 
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1 The Slug Race 

2 To the North Slope 

3 Mushroom Shoes 

4 To the Ice Slopes 

5 The Mountain Jail 

6 The King's Throne 


Poseidon's fork emits a deadly ray, but if you have 
a Magic Herb , you'll be able to survive. Avoid the 
Fireballs by staying on the center outcropping and 
attack with your Lucky Blade. 


MAGIC ARMOR 


LUCKY BLADE 


ROTATOR MAGIC 


TH# covtfcd Mpflic * •» 

Amor, which you I tom “YT* 
m fh* lent R*ld of } 

Ljynd», has o ipooal ****** 

f*w*r it <n*t* by oo« huff th* number 
rf G#ms you n*W to ca*T magic sptili. 


Th» lucky Bled# is four \ 
times as powerful cs the 
Swoid af Life. It also * 
mosaics your chance* 
of garnering lots of Gems when you 
defeat year anemias. .► 


Use Rotator Magic to 
protect yourseff or ottnefc >&£ 
foes bnyood the much af 
yow sworct Hold the Y 
Sutton activate the ring of fire 


The ever-Kxhlc Mush p 1 

room Shoes are coated 

with ma3 goo You won t ^V''* 

be able to top dines, U* 

the sticky ijoo lef* you walk on the 

vo^ ice fields without shipping around. 






^ orth Slope & Auroras 

Be wary of the Moose on the 
North Slope. They look like dead¬ 
beats, but when you near, they 
charge! You’ll also be attacked by 
Snowballs that get bigger as they roil 
around. The sword is of no use 
against them. Crash them into rocks. 


Ridge 


The Ice Field Of Laynole 

" The Icc field of JLaynole is a 
maze of paths, some of which are con¬ 
nected by disappearing ice bridges. 

The blue flashes show where it’s safe 
to walk Search the area thoroughly to 
find the Lucky Blade and the power¬ 
ful Rotator Magic 


now Mountain I 

You’ll slip and slide when you 
reach the ice fields. You don’t have 
ice skates/hut in the Mountain 
House you can get Mushroom Shoes 
that improve the footing. Watch out 
for the huge Ice Crystals. When they 
explode, their shards are deadly. 


(Underground Lake 

A passage leads from the Soul 
of Mountain House to subterranean 
Lake Lune. Vanishing Wizards there 
throw fire in three directions. Defeat 
them before you go exploring. Look 
for a hidden Master’s Emblem on 
one of the rocky out reaches. 


Hill 


Area 4 rHEMOUNTAIfl 

- — ■■ - - - ££ : - : 


The King of the mountain region is 
missing, and you must find him. From’ 
icy ridges to underground lakes, the 
area holds secrets and danger. Return 
often to the Soul of Mountain House 
and talk to the beings you rescue. Free 
the King to learn the secret, of the 
Phoenix Magic. t 





































































Area 5 takes you a step closer to 
understanding Dr. Lee?. His kb—and 
the models he created—tel!' much 

lr -» 

about the genius who helped bring 
the land to its present state of ruin; 
Leo Kked cats. Talk tQ .them and 
search thctntire house, from base¬ 
ment to attic, for clues, 


To the Second Floor 3 To the Basement 5 Town Models 

To the Power Plant 4 To the Attic 


Of Towns 


P ower Plant 

The Power Plant looks much 

• ■ 

like the Basement, but here you’ll have 
to cross some high voltage walkways, 
so be sure to don your Ice Armor for 
protection. Pay attention—it’s easy to 
lose your way on the perplexing pipe¬ 
lines. As you search for clues about Dr. 
Leo, time your steps to avoid the in¬ 
vincible enemies on-certain pipes., 


The Tm Do// darts around and is most dan 
gerous when it spreads ns arms 
and starts to fire. Follow its path 
and strike when it first stops, 
before it mounts its attack. 




DOOR KEY 

MYSTIC ARMOR 

ZANTETSU SWORD 

J t , 

You Con H 0 whofl 
behindjh* Dining Room 
door,'but you coni open 

H until you find the Door 

Key, which is hidden in the dimly fif 
Laboratory Basement 

w 

Increase your defensive 

power with upgraded ' InPmK 

armor Look for the 

Mystic Armor, which 

makes you invincible for e short time, 

downstairs in the Basement 

The mighty Zantetsu Sword also lies hidden in the Laboratory \r$ 

Basement Information on its hiding place con be gleaned from the 
-furnishings in the house once you have set them free This swCxd is jSf 

strong enough ta bent the previously invincible enemies in Loos 

Painting ond the fire Shr'ne When you fcrtd it, ga bock to bottle those fierce 
foes Wear the Mystic Armor for extra protection 

m 

SOUL OF DETECTION 

LEAVES 

SPARK BOMB 

LIGHT ARMOR 

With the Soul of Detection on your 
loom, you II be able to see enemies 
thot were invisible before. It s 
especially useful when you explore 
the Town Models 

ff • * 

• ^ f i 

ad - * _ _ ^ 

S -n .A i . .in i » *» • d j * ^• 

When the cot's away. 

the mice will ploy—and 

give you information. 7 ^ r - s. 

^ When yau find the 

Catnip Leaves, you can lure the cats 
out of the room into the halt 

Die the Spark Bomb 
mafic ta lay land mines 
that will Wow up later 

It s tncky to uso, but if * 

you time it right, they can have 0 
very explosive effect 

The Light Armor boosts 

your power of defense. ■ 

it aduoHy makes you *- 
invincible to the attacks 
! ; of those pesky minor enemies that 
hound you in some regions. 



PJMikR, 


3 C 
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SPIRIT SWORD 


HARP STRING 


TJ>* Horp 

Stnng of the 

disobedient 

Horpist cm y 

be found m the Tortum 

Chamber 


Umi ths wJBj 

Spin! Swcrd 
to fight A 

sprits and 

demons. You'll find it 
tin- Tortw Chamber 


PLATINUM CARD 


The soldier 
•tending an 
tne Platinum 
Cad will 
move when 
plays music. 


The queen •; J 
holds o pas* 4*. PJ j 
thet allows ^ 

Very 

Important People fu 
enter the Right Tows* 


SOUL OF 
REALITY 


Tbs. Semen- 
td Mad found 
in the castle is (jSSJB 
potent pro 

tedioa against damage 
in danger zones. 


P1AGRIDD 

CASTLE 


1 The Left Tower 

2 The King’s Throne 

3 The Right Tower 

4 The Queen’s House 

5 To the Basement 

6 The Music Hall 


l The Right Tower 

l "A' nice word to the queen before 
4 you enter the Right Tower will earn you 
^ a nice reward. Find the Soul of Reality 
| so you can see hidden balls. - 


Stand with your back 
to a watt and attack 
when the Demon Bird 
ft/es by on tha diag¬ 
onal. 


Many mysteries are solved in 
Magridd Castle as, one by one, key 
characters arrive to tell their stories. 
With each freed prisoner, the castle 
and surrounding village is rebuilt, 
and the truth about the greedy king 
and his cruel acts comes out. Here 
you will finally meet Dr. Leo. 


The Left Tower 

■ The Platinum Gard is under the 
. foot of the soldier in the music hall. 
When the harpist plays, the soldier - 
moves forward to listen. 


£ Basement 

;\ 

Use the Spirit Sword to beat the Float- 1 
ing Spirits in the Basement ' ^ 4 

4 
4 
4 
4 




MASTER S EMBLEMS 

There are eight Master’s Emblems When you 
find all eight in the areas shown, go to the 
GreenWood Gem, where the fairy will grant you 
the ability to use Magic without using Gems. 
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UndCrJjcenst from Wad din gtons 
Gar"ns"CtS eeds Erfqianct A 
to rK‘ r Bfr>th ffc _ M 


EMSSIG 


GAME 


TAKE A CHANCE ON A PAIR 


Those other famous bros. bring two new titles to the Super 
NES this month, and the pair, Monopoly and Clue, will have 
players rediscovering the fun of these classic games— 
without dusting off tneir boards. Both remain true to the 


JL 

• . ■ m 




Gung ho gumshoes and savvy sleuths will find Clue more fun than ever in its 
video version. It has five difficulty levels, ranging from Amateur to Detective, 
and you can play with as few as three or as many as six players. The game selects 
random murder scenarios, and its fast pace keeps the investigation rolling right 
along 


All of the familiar faces arc back in the Super NES Clue lineup, and 
you can choose to be any one of the six suspects. Professor Plum, 
perhaps ,, or the marvelous Miss Scarlet? At the outset, no one 
knows who the guilty party is—you might even end up accusing 
yourself of the gruesome crime! Scarlet might get the first crack at 
the evidence because she’s always the first to roll the die, but she’s 
also often involved in the crime. As you investigate, choose your 
words wisely You can ask only so many questions, make so many 
suggestions—and if you falsely Accuse someone, the game’s over for 
you The others will be left to uncover the vital clues 


Miss Scodet is a common criminal 


ood fh* moid has o mean streolc 


Sour hand; i>ff 
cfei.you 900ns . _ , 

r *1 *0 peaceful 1 1 # 
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DINING 


ROOM 


ROOM) 


CLUE 


Professor Plum keeps his nose clean The odds are against winning if you try to 
press charges against him He always seems to have an alibi, so lie’s the least 
likely of the suspects to be convicted of the crimes. It rarely pays to Accuse 
him without Interrogating him first for solid evidence. 


FROM PARKER BROTHERS 


originals, keeping the fun factor while eliminating the need 
for game boards, pieces and cards. In fact, fans of the board 
games mieht find that the faster pace of the video versions 
actually acids to the games' interest 


All determined detectives log the dues they discover—and you should, too. Keep track 
of where people and weapons are found, and consult your notes before you Suggest 
solutions or Interrogate witnesses. Clues arc easy to come by in the low levels, but you’ll 
have to work for the tips you get as you climb through the ranks 


mmn 

^--- -idm 

V 

A 

1? Haatan 
i n that La n»© . 

M 


When it comes to the Interrogation process, listen to 
what the others have to say. If they claim to have* proof 
that the person you’ve fingered is innocent, believe 
them. It means that they’re holding vital evidence 


refuting your theory If you go on and Accuse, 
you’ll be the one who pays the price. On the other 
hand, if they find your hypothesis interesting and 
possible, go for it You’ll crack the case every time. 


c ft Sc«rl «* 
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Atlantic City, here we come. Monopoly, the peren¬ 
nially popular board game played by millions world¬ 
wide, arrived last year for the NES. Now Parker 
Brothers introduces a Super NES version that is 
bound to please fans of the original board game, 
which has fascinated would-be bind barons for more 


than half a century, if you fancy milking your millions 
in real estate, Super NES Monopoly is the place to 
hone your buying, trading and developing skills. You 
can bid against up to seven other players in the 
hottest real estate market around. 


It's A Buyer's Market 


You can choose to play either the tr .di- 
tional game, in which everyone starts 
with the same amount of cash and no 
property, or one of several preset games 
that arbitrarily distribute the property 
and the wealth. If you play the tradi¬ 
tional game, you’ll land m a red-hot real 
estate market. Everybody wants to buy 


the big n me properties, but unless 
someone puts a tide up loi auction, you 
have to land on a property before you 
can make an offer. The best strategy is 
to buy everything you have the bucks 
for. You can always trade a less desirable 
piece of land for something better later 


on. 




Rnrker Brothers division of TonkTrGoradratfon 


It's A natter of Greed 


In Monopoly, your goal is to bankrupt 
opponents and collect all of the prop¬ 
erty and wealth for yourself. Sure, win¬ 
ning marks you as a ruthless, greedy 
person, but what the heck? It’s just a 
game. And it isn’t what you start with 
that counts—it’s what you end up with. 
The Railroads are popular with players 


because they require relatively little 
investment, and they’re one of the prop¬ 
erties that players land on most fre- 
quendy. Early in the game they bring in 
critical steady money, especially if you 
own all four, but their value declines 
in comparison to that of developed 
monopolies. 


Once developed. Boardwalk and Park Place have the highest rents, butjhaf’clocsn’t 
necessarily make them the most valuable monopoly. The only mtSnopoly that’s 

landed on less often is the dark purple duo of Mediter- 
— rancan and Baltic Avenues. The green nionopoly is .Js 

high rent. Pennsylvania Avenue rents tor wi 

hotel, but it’s an expensive site to develop. 
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The properties m ihe green monopoly are me mosl 
■rxpensffcyto develop, but they yield high rams 
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MONOPOLY 


On The Beaten Path 


It doesn’t ma^ter^^Shigh dje-rentairates arejor 
your diffcrentxp^^Stijs^if no^pr lands on 
them, you collect nothing. On the ojhcr hand, 
even if they’re po p tSla r-stQf>oye r spots, as are the 



Railroads, if you can't deveiojTthem, they lose 


I 


value as other prop¬ 
erties develop Try to 
buy up the orange and red mono¬ 
polies They have moderate invest¬ 
ment costs and pay off frequently. 


# 





i 



Undeveloped, the light bin® is low rent, but 
on Investment of $250, raises the rent astro 
nomfcally 


Tennessee Avenue gets lots of traffic Once 
you ve built a hotel there, it pays off 
handsomely 


Indiona Avanu© is famous for the number of 
tounsts that stop in. A n:ght s stay m its hotel 
is $1050 


Get The Winning Edge 


O.K , so you can’t steal from the bank in 
the video version—you can still give 
yourself a cash advantage. If you’re chal¬ 
lenging computer opponents, espe¬ 
cially less savvy types like Jeeves or 
Elizabeth, you can give yourself a huge 
cash reserve, while they begin with 


$1500. (Note: Human opponents prob¬ 
ably won’t be as cooperative.) You can 
also get the edge by assigning yourself 
prime pieces of real estate before you 
start. Or, for variety and a wild chal¬ 
lenge, start with one of the 12 preset 
games. 




1R 
^ Imic 


ftorti Cant 



Wheel And Deal 




If you build shrewdly, you can keep 
your bank account in the black i 
driving your opponents to finana 
ruin. Develop one monopoly at a time, 
building up to three houses per prop¬ 
erty, b cfelSERSgj oping the next-gmup 
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Bowling at home doesn’t have to mean 
your furniture gets smashed into kin¬ 
dling. Say hello to Super Bowling from 
American Technos, the game that lets 
you play Ten Pin, aic.a. Turkey Bowlmg, 
a Golf game or Practice Mode on your 
Super NES You and up to three of your 
buddies will be bowled over. 


PLAY 


• TURKEY BOWL This is bowlmg the American way You 


might score a stiike or get a spare, but ycu could also end up in the gutter 

• GOLF MODE Forget gophers and cups in the ground Golf 
Mode lees you off ogomst challenging pin placements as you try to get Par 

• PRACTICE MODE Set up the pins hawevpr you want, then do 

your best to knock tm down- There s no scoring, so you can t los*, no way, no how 


LEAGUE NIGHT 


What’s bowling without a bunch of friends hooting at you when you’re trying 
to make that spare? In Super Bowling, you can play with one, two, or three of 
your loudest, most insensitive buddies. 
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Pick your video bowling alter ego from the tour lane-lopers below. Choose whether 
you will be left or right handed, then pick the weight of your ball. 


Your choice of a left or right handed 
bowler will make a big difference on 
how you throw the ball. For starters, 
you hne up differently, sight the pins 
differently, and spin the ball differ- 
endy. The weight of the ball also 
effects the throw. 


The lanes themselves can make or 
break a game. If you choose to have oil 
polish on the wood, you’ll have to use 
less spm on the ball or risk sending it 
into the gutter. There arc three levels 
of lane conditioning— no oil, some oil, 
and Saudi Arabia. 


Once youVe decided on the bossest bowl¬ 
er, baddest ball and most righteous lane 
condition, you’re ready to crack some 
pins. Controlling each throw depends on 
five elements: aim, throwing position, pin 
setup, spin and power. Any change m one 
of these control elements will alter the 
course of the ball. Too much of one and 
too litde of another can result in major 
embarrassments. 


THE LINE-UP 

Use the L and R Buttons to aim your 
throw. Although you’ll throw the ball 
toward the indicator, spm will effect 
where the ball really ends up. 


SPINSTERS 

The Spin Meter lets you put any amount 
of spm on the ball Too much spm drops 
you in the gutter. Not enough spin and 
you may miss a vital spare. 


Pete "Pins* fotoraon plough* the pmi 
with near perfect form and passive 
power His lap score to date is 263, but 
he s getting belter with every frame- 


Mara 'Muscles" Maxwell is the power 
berwier His spin control is weak, so 
line up cmd aim Ihe throw with can* to 
beat hs personal best scare of 245 


Rabm “Red" Rondoll exhibits good spin 
control, but not much power Still, she 
ho* enough to throw strike after strike, 
os her lap score of 250 proves 


control 


POWER 

The Power Meter determmes how fast 
you throw the ball. Spm will have less 
immediate effect on fast throws, but 
sometimes a slow ball is what you want 


FOOTWORK 

Ghde to the left or right to start the 
throw m prime position or to make last 
mmute adjustments to the throw. 
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When the word “turkey” is heard, most of us 
think of dinner, but Turkey Bowl in Super 
Bowling means bowling with tournament 
scoring and a turkey for an announcer. In 
Turkey Bowl you have ten frames. In each 
frame you get two chances to bowl down all 
the pins. There are strikes, spaics, splits, 
gutter balls, and a weird green turkey who 
keeps the play-by-play. 


One of the best parts of bowling is 
watching the reactions of your fellow 
bowlers. Super Bowling captures that 
feeling with fun, animated characters. 
Of course, it’s up to you to keep the 
bowlers happy with lots of strikes and 
super scores. 


THE CHALLENGE 


You can create your own games in the practice mode. For in¬ 
stance, you could make your own Golf Bowling course m which 
you have a different pin set up for each hole. With two players, 
you can try to create splits that will stump your friends. 


The strike, or knocking down all the 
pins with the first ball, is the ultimate 
achievement in bowling The only 
thing better is getting multiple strikes 
in a row. Three strikes in a row is a 
Turkey—a scoring bonanza since you 
get to add the scores from the previous 
two turns. 


The best way fa get o tough split 
rather than a strike is to hrf the 1 Fin 
straight up the middle 


Aim between pm* to spread the 
impoct af the boll If you hit here, you 
should make a strike 


PRACTICE MODE 

You set up the pins yourself in the Practice Mode 
to create splits of all kinds. Perfect your tech¬ 
nique and set up trick shots. Difficult splits, espe¬ 
cially when pins arc widely separated, require pre¬ 
cise aim and spin control. 
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SUPER 

BOWLING 


It looks like bowling, but it's scored 
like golf. Each “hole” has a unique 
pm setup and par is the number of 
throws you have to knock all the pins 
down. The second big difference is 
that there are 16 pin positions rather 
than the normal ten. A four-by-four 
grid makes for some nearly impos¬ 
sible splits. 


set 



C C tw at® vvittt) 3 


Pins set up in wide splits can be tough. 
You may have to use lots of spin to take 
out both pins. For instance, if you want 
a pm on the far left to strike a pm on the 
far right, aim for the left side of the left 
pin and use a bit of right spin. 
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Often the best way to knock over 
as many pins as possible is to use 
lots of spin so die ball strikes a 
group of pins at an angle instead 
of head-on. If the ball hits at an 
angle, the chance of hitting more 
pins is greater. Also keep in mind 
that the ball will be deflected 
slightly when it hits a pm. 




2 





Sometimes you II do better not trying 
fa gef ail fhe pins wifh one throw In 
fhis case, going for par in fwo is o 
sofe bef 


Use lats of spin in fhis situation fo hit 
fhe middle of the diogonal line Pick 
up ihe back pm with the second ball 


This is on almost impossible setup for 
o hole in one Throw from the side 
end try fa take out the front line with 
Jots of spin 





Bowling is one of the few activities in 
life where you can actually achieve per¬ 
fection. By bowling 12 strikes in a row, 
you can have a perfect game. It may 
even change your life. But Super Bowl¬ 
ing has even more to offer, what with 
the challenge of Golf Bowling and the 
freedom ot the Practice Mode. No mat¬ 
ter how you play it, you’ll have a bowl! 
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The complete music 


library by DJ Jazzy 


Jeff & the Fresh Prince 





50 
Winners 


Nintendo Power Ts 
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Please answer the following questions on the postcard provided below, then enter our Players Poll Contest by sending it In 


If you hed to make e decision to keep or eliminate Q. 
' the Legend of Zelda end Super Mario Bros, 
comics In Nintendo Power you would: 

1 Eliminate both the Zelda and Mano Bros comics 

2 Keep Zelda, but eliminate Mario Bros 

3 Eliminate Zelda, but keep Mario Bros 

4 Keep both the Zelda and Mono Bros comics 

B. W you were going to purchase o Super NES, would 
you be more likely to purchase: 

1 The $149 Super NES set (Control Deck, Super 
Mario World Game Pak, 2 controllers, A/V cable, 

RF switch, AC adapter). 

2 The $99 Control Sel (Control Oeck,no Game Pek 
one controller, RF switch, AC adapter, no AA/ 
cable). 

3 I already own o Super NES 

4 I don't plan on getting a Super NES nght now 


Are you Interested In seeing review# on older, 

“cleeslc" games? 

1 Yes 

2 No 

Does the price of the new Control Set ($99) effect your 
declelon to purchase a Super NES? 

1 Yes I wasn't going to buy one, but now I am. 

2 I am tempted to buy one now 

3 It doesn't effect my decision at all. I was going to buy 
one anyway 

4 It doesn't effect my decision at ail, Pm still not planning 
to ouy one 

E, How old ere you? 

1 Under 6 3 12-14 5 18-24 

2 6*11 4 15-17 6 25 or older 

F. Sex 

1 Male 2 Female 


Please use the game titles on the back of this card to answer hie following questions 

G. Ple-ise indicate, in order of preference, your five fevonte NES games 

H. Please indicate, in order of preference, your five favorite Game Boy gamos 
i* Please indicate, in order of preference, your five favonte Super NES games 


T 






Answers to the Player's Poll - Volume 40 


Name. 


Tel 


Address. 


City 


State 


Zip 


Membership No 


Age 


Please answer by circling the numbers that correspond to the survey questions above. 

A. B. C. 

1 2 3 4 1 2 3 4 1 2 

E. F. 

1 2 3 4 5 6 1 2 


G. Indicate numbers 1 -100 (from list on back of card) 

H. Indicate numbers 101-150 (from list on back of card) 1. 

I. Indicate numbers 151 -193 (from list on back of card) 1. 


D. 

12 3 4 


card) 1, 

2. 

3. 

4. 

5. 

of card) 1. 

2. 

3. 

4. 

5. 

of card) 1. 

2. 

3. 

4. 

5. 



• • GET POWER TO BURN WITH 
BACK ISSUES AND TIP BOOKS! 


Did you know you cen get back 
issues of Nintendo Power ? Or 
speciel Tip Books designed to 
make you e Power Animel? Well 
you cenl And the wey to do it is 
on the other side of this cerd. 


So whet ere you waiting for? 

Fill it out. Detech it. Moil it. Here's 
the address: 

Nintendo Power Megezine, 
P.O.Box 97032, 

Redmond, WA 98073-9732. 


































NES Game* 

1 The AcMams Family 

2 Advenlurea of Loin III 

3 American Gladlalur* 

>1 Barbie 

5 Baseball Siva 
• &•*** Loaded II 
7 Batman 
8. Battleloads 

I Bill I Tnd e Excellent VWfcO Gem# 

A<tventura 

,0 A Bey end his Blob 

II Captah America and tha Avengera 

12 Coaino Kk'?, 

!3 Casllavsnia ll-~Slmofl a Outat 
>4 Cesltovania I!I— Draculee Curia 
15 Contra Force 
It Crystals 

17 Defender* ®f Dyniinn Qty 
If 04)4 Vu 
IE Dfck Tracy 
» Dio Hard 
!1 Disney • Duck Tales 
“2 Dwnay* Rescue Ranger* 

?3 Dduble Otottcfx II 
!A Double Drasen III 
Dragonslnke 
SH Dragw Worrier 
!7 Draflon Warrtor II 
» Dragon WHmor III 
» Dr Made 
» Eliminator Beal Duel 
!1 The Empire Slrikas Back 
C F 15 Sink* Eagle 

13 Final Fantasy 

14 The Fllnlalone* 

J5 Gargoyle • Queet 
W 61 Joe 

i7 Octal Mertai Challenge 
*4 G<nf Grand Slam 


38 GremOi'*. 2 

40 Kung Fu 11 

41 Th§ legend of ZeWa 

42 lemrninn 

43 Tha Little Marmalo 

*4 Uflls Nemo Ida Dream Meatei 
45 Maniac Mansion 
45 Macs Min 
47 Mage Min II 
43 Mega Min III 

49 Mega Man IV 

50 MelelSlorm 

51 Meiroid 

32 Mrghl and Magic 

33 Monopoly 

34 NES Oferi Toumsmenl Golf 
M NES P*y Action Foetal# 

56 Nig hi shade 

57 Ntnia Gsben 2 
56 Ninja GakJeo 3 

56 Nobuoagae AmblHon II 
$0 Fee#rt>!y 

81 Prratea 

62 Power Btade 

63 f alman Rtrium n| ibe Joker 
84 Robin H*>d 

65 The RocKilaer 
06 Roger Cleman* MVP BwheB 
67 fioroonca of Iha Three Kingdoms 11 
P8 SCAT 
M Sdettertiand 

70 Ths SimpvKis 0irt va. the Spare 
Mutanie 

71 The Simpsons Bart vs ihe World 

72 Smash TV 

73 Snow Bws 

74 Space Shuftte Fhofact 

75 Stanley Trio Search fer Dr UWigslon 

76 Star Trc< 

77 SlarTropkcs 
76 Star Wars 


7b $u*>*r Cm rto*j 

80 Super Mario Bret 

81 Supsr Made Bros 2 
B2 Super Mado Bros 3 
f\3 3wnrr‘Ma»1ar 

&4 T l C 2 Thnila s Sudan 

55 Tecmo Super Sow! 

56 Tnenage Mutanl Ninja Turliee 
67 Telrls 

8S Terminator 2 Judgment Day 
M Tiny Teen Adventursa 
80 TMNT || The Arc-ad* Game 

31 TMNT III The Mannattan Project 

32 Torn* Jerry 

63 Ultima Queef uhbe Avatar 

64 Ultima Warriors of Deeimy 
95 Ultimate Air Combat 

#6 Vtae Project Doom 
87 Where in rtip World to Carmen Eamflego? 
9A Wizard* * Wanton III Kum# Vfelnne of 
Power 
St Wizardry 

100 Zelda li The Adventure of link 

Gama Boy Games 

101 The Addfirns Famity 

102 Advenlure Island 

103 Bases toadecl 

104 Batman 

105 Bnttleloade 

106 Caflllevanle The Adventure 

107 Cewlevonle 11 Bakronfe Fvevaoge 
106 Choplritarll 

10b Days of Thunder 

110 Dick Tracy 

111 Double Dragon II 

112 Dr Mann 

113 FacetaH 2000 

114 Fine! Faniaey Advenlure 

115 Final Fantaey L«s*r-d 

116 Final Fantasy Lugerd 2 


117 F 1 Raw 
US Gtounttal 2 

118 Home Aleoe 

120 Ths Hunl tor HedOstoboi 

121 Jen- Jamboree 

122 K>2 Icarus 

523 Klrtys Dream Uand 

124 Lazle s Lees 

125 Mtga Mon Id Df Wily'S Revenge 

126 Mega Mon II 

127 Melrcloll Tha Return of Samoa 
126 Mpnepohr 

129 Ninja Gakten Shadow 

130 Operation C 

131 PnnceofPeaEa 

132 hohoCop 

133 The Srmpiw E*ropo From Camp 
Deadly 

134 Q|Wd*r Man 

135 StorTmk 
13P Si a' Ware 

137 Super Mario Und 

136 Si^rar RC Pro-Am 

139 Sword of Hop® 

140 Tecmo ‘Vrwl 

141 Tstmlnator II Jik^vnem Day 

142 TMNT Fell of ihe Foot Clen 

143 TMNT II Back From Ihe Servers 

144 Top Gun Guta and Gfcry 

1<5 Turn and Bum 

148 Ultima The Runee of Virtue 

147 Ultra Gelf 

148 WaveR.*ca 

143 Who Framed Rogar Rabbit? 

150 Wordtdn 

Super NES Gama* 

151 The Addama Family 

152 ActRatoer 

153 Arcane 

154 Carttovantfl IV 


155 Contra HI The Allan Wart 

156 Drakkhsn 

157 FkmJ Fantasy II 
156 Final Flghl 
159 F 1 HOC 

1f«0 F Zem 
1f>1 Qradius III 

152 Joe & Mec 

153 jithn Madden e Foc*aK 
164 Krunty a Super fun H^va# 

156 The Legend cf Zektt-A Ur* te the 
Paei 

1f*3 Lemmlnga 
167 MegicSw-ud 
I OS Mado Palm 
IBS NCAA BsckatbaM 

170 Nolan Hynn e feasdhaU 

171 Pikrtwkiga 

172 Pnputrm* 

173 R P M Racing 

174 SimCfty 

175 Smash TV 

178 Street RgMar» TheWodd 
Wamor 

177 Sups rArtvmture Island 

173 Super BasebalF Sirwlat'V 1.000 

173 Super Baska LoaC^I 

"BO Super Brwitng 

1S1 SupsrGrioute N Gboels 

162 Super Mado Wrrtd 

143 Super 08 Road 

184 Super R Type 

1fl5 SupsrTitnnto 

196 Thunder Spirit* 

167 TMNT IV Turtiee In Time 
166 Top Gear 

1 5J True Quit Oiab WaiaUft C C. 

100 Ukraman 

151 UN Squadron 

192 Wlnoe2 Aces Hrgh 

1 83. WWF Supor Wratll* Mania 
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you missed mesa classic Nintendo Power issues, dom miss out now! 
nces listed include the cover pnea plus the cost of shipping and handling 


Nam* 
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Phono 


Slate 
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Item 

#21768 

121731 

#21793 
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•22261 

#22253 

#22265 
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#23371 

#23243 

#23245 
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US 


Price 
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U 
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Player* Guide* 
NES GemeAUaa 
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Marto Mania 
Super NES 
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818 00 
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516 00 
818 00 
81600 
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SAOO 
$f>00 
5€ 00 
$6 00 
•8 00 
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SO 00 
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88 00 
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★ Spend the weekend in sunny California! 
Jam with the award winning rappers on 



your own 


THE 



I R ACL 

PIANO TEACHING SYSTEM 




TH E SOFTWARE TOOLWORKS 


Official Contest Rules 

(No Purchase Necessary) 

To enter, either fill out the Player’s Poll response Gird or 
print your name, address and telephone number on a plain 
3" x 5" piece of paper. Mail your entry to this address. 

NINTENDO POWER PLAYER’S POLL 

P.0. BOX 97062 
Redmond, WA 98073-9762 

One entry per person, please. All entries must be post¬ 
marked no later than October 1,1992. We are not respon¬ 
sible for lost, stolen or misdirected mail. 

On or about October 15,1992, winners will be randomly 
drawn from among all eligible entries. By accepting their 
prizes, winners consent to the use of their names, photo¬ 
graphs, or other likenesses for the purpose of advertise¬ 
ments or promotions on behalf of “Nintendo Power” 
magazine or Nintendo of America Inc. without further 


compensation. Prizes are limited to one per household 
Chances of winning are determined by the total number 
of entries received. The ratio of prizes to entry cards distri¬ 
buted is 56*1350,000 No substitution of prizes is permit¬ 
ted. All prizes will be awarded. To receive a list of winners, 
which will be available after October 30,1992, send your 
request to the address provided above. 

GRAND PRIZE TRIP- Nintendo will arrange air travel 
and accommodations in Los Angeles for the Grand Prize 
winner and one guest If under 18, the winner must be 
accompanied by a parent or legal guardian. The winner 
must also provide written release to Nintendo of America 
Inc Estimated value of the grand prize is $2,000. Exact 
date of the trip is subject to final determination by Nin¬ 
tendo of America Inc and to accommodation and airfare 
availability. Some restrictions apply. 

This contest is not open to employees of Nintendo of 
America Inc, their affiliates, agencies, or immediate fami¬ 
lies. Void in Canada and elsewhere where prohibited by 
law This contest is subject to all federal, state, and local 
laws and regulations. 
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TWO GUYS" OPINIONS ON W 


Before we present out monthly listing of recent 
and neat future releases, I’d like to mention 
a mistake in a past issue in saying that Space 
Football (Onc-on-Onc) is a one-player game. It is, in fact, a 
two-player simultaneous game with a confusing setup. 

Fot that, wc are truly sorry. 


ADVENTURE ISLAND 3 


Following his successful Super NFS debut, Master Higgins 
has returned to the NES for an -ill new side-scrolling adven¬ 
ture. In this latest installment, Higgins finds himself chasing 
aftet evil aliens in order to save his perpetually abducted 
girlfriend. Along the way, he comes across an assortment of 
helpful dinosaurs, finds useful weapons, speeds through the 
islands on a skateboard and hops on a surfboard in bonus stages. 

Adventure Island 3 is more of the same island¬ 
hopping action that we’ve seen in the previous 
Adventure Island games. This one features new dinosaurs and 
is very challenging in the advanced stages. 


GEORGE 










■ 


he’ll do the shopping for you. The season ends with a final wild 
race at the Tradewest Speedbowl. 

This game plays like Super OfF-Road on the 
speedway. The play control is good and the 
action is very fast. It’s fun to figure our when to duck into the 
pit stop and when to keep going. 

Pave the track on Super Off-Road and you’ve 
got Danny Sullivan’s Indy Heat. It’s a fun 
prefer a larger track and bigger, beefier cars. 






Roar through nine fast tracks in Danny Sullivan's Indy Heal 


LITTLE SAMSON 




ROB t They should have made a bon 
you meet Gilligan and the Ski 
game, but it’s not breaking any new ground. 


DANNY SULLIVAN’S 
INDY HEAT 


Geat up for nint explosive rounds of Indy car action with this 
latest fast-paced racer from Tradewest. As many as fout 
players (with a Four Score or Satellite adapter) and a computer 
controlled Danny Sullivan can participate in this racing 
circuit. You’ll need great reflexes and a good pit strategy 
to beat the competition. After every tace is finished, you 
can use yout ptize money to buy car improvements. If you’re 
not sure which parts will help the most, consult Danny and 


A young warrior, a mouse, a dtagon and an armoted golem 
join forces to save their kingdom from an evil magician. The 
wartior can climb walls, the mouse can crawl through narrow 
passages, the dragon can fly and the golem can crush enemies 
by swinging a magic red bell. Once the group is together, you 
can switch from one Fighter to anothet whenever you see fit 


The great thing about this game is the fact that 
the characters have special abilities and that 
you can switch from one ro the nexr. That adds an element of 
strategy along with the action. 




Having four characters to choose from is a 
good concept. You can do mote in this game 
than in your standard single hero adventure. I think this game 
deserves a name that describes the concept mote like “The 
Fighting Four” ot something along those lines. 
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PRINCE OF PERSIA 


The PC hit and recent Gune Boy release, Prince of Persia, is on 
its way to the NES. Help the prince make his way through 14 
treacherous levels and defeat the evil King Jaffkr. The amazing 
character animation of this thriller makes it one to look for. 


It’s fun to watch the prince character move in this 
game. His motions arc very smooth. My only 
complaint is that it takes a while to get used to the play control. 



ROB | 


The main plus is the animation. The main 
minus is the play control. 


TECMO CUP 


Robin Field attempts to lead his soccet squad to the national 
championships in this unusual combination of sports action 
and role playing. As the game progresses, you make decisions 
to influence tbe outcome. When defenders attempt to steal the 
ball, you can decide to cithcrdnbble pastyour opponents, pass 
the ball to an open teammate or shoot for the goal. Good 
decisions will lead to victory. 

This game is not the soccer equivalent of 
Tecmo Bowl. It emphasizes the decision-mak¬ 
ing aspect of playing soccet and offers very little action. 

ROB | A role playing sports game? Hit the showers! 




Tecmo Cup combines soccer oction wifh role ploying 


BARBIE GAME GIRL 


Game Boy becomes Game Girl with Barbie s fitst adventure 
on the compact video game system. Guide this populat 
heroine through the seven levels of the Fantasy Mali and 
search for the perfect outfit You’ll find an aerobics suit along 
the way for extra athletic moves, and you’ll swim through 
underwater stages as a met maid. Bonus matching games 
between stages add to the fun. 


I pcnDpc I Barbie Game Gitl is a solid and easy to play 
jJICUnUC J side-sctolling action game. Fd say that it’s 
perfect for Barbie fans. 



I think that Barbie fans will like this game a lot. 


DIG DUG 


The classic arcade battic, Dig Dug, comes to Game Boy with 
a new twist. Pookas and Fygars haunt a network of under¬ 
ground tunnels. It’syour job tottack them downandblow them 
up. You can play a faithful version of the original game or choose 
New Dig Dug, which features new items and stage designs. 

Another arcade classic comes to Game Boy! 
There’s already Asteroids, Missile Command 
and Centipede, and Pac Man is on the way. This one fits into 
that group very easily. 




1 had a mid-’80s flashback when I played this 
game. It’s very faithful to the original. 



Dig Dug includes the ongmol gome along with an updoled 


version 


THE JETSONS 
ROBOT PANIC 


The cartoon family of George, Jane, Judy and Elroy Jetson 
fights through six stages of space-age mayhem in this Game 
Boy thriller. Short-citcuited robots are taking over the Jetson’s 
city. You’ve got to guide the membets of the family through 
individual stages and pull the plug on the robots. 

It’s great to be able to control each of the 
Jetsons through theit own levels, and the stage 
select for the fitst thtce levels is a nice touch. 



Jane rockets through the shopping level of this 


game. Why do they always put a female in the 


mall? I think she should be blasting aliens with a flame 
thrower, like Ripley from Alien 3. 


KINGDOM CRUSADE 


Action and strategy elements combine in this battle between 
rival kingdoms. You’re in charge of sending yout forces out to 
enemy territory and taking over the castles of the kingdom. 
The action takes place in a senes of one-on-one batdes. You 
can view the kingdom in a map in order to decide which of 
your fighters will challenge the fighters of the other kingdom 


rFflRPF I 18 a ^ un B’s very challenging to 

IjlLlUluL] overcome your computer-controlled opponent 

and you’ve got to use a lot of strategy m order to be victorious. 



The game mixes action and strategy teally well. 
I think fans of both types of games will like it. 


SPY VS. SPY 

OPERATION: BOOBYTRAP 


Fhe lunatic Spies of Mad Magazine chase each other through 
a series of islands while searching for top secret microfilm in 
this Game Linker. One player takes on a computer-conttolled 
Spy, or two playets go after each other. You can plant Bombs 
in trunks and Coconuts in trees in otder to slow die other Spy 
while he attempts to complete his mission. 


GEORGE 


J The Spies are fun charaters and the boobytrap 
idea is very true to the Mad Magazine comic, 


though it doesn’t make for a 
very deep game. 

ROB | St 

way they look in the game. 
The rest of it leaves me luke¬ 
warm. 
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DINO CITY 


This very challenging six-stage thriller follows a pair of young 
adventurers, Timmy and Jamie, whoVe been drawn into a 
mysterious prehistoric world. It’s up to you to direct either 
Timmy and Rex, his pet dinosaur, or Jamie and her pet, Tops. 


The graphics are great and the idea is a lor of 
fun. The game may be a little too difficult for 
beginning players. 



ROB 

sic is also very good. 


The graphics are definitely not prehistoric. 
They’re very colorful and detailed. Tbe mu- 


HOOK 




Following the story of the recent film, Hook takes place in the 
fantasy world of Neverland. As Peter Pan, you must fight off 
evil forces in 12 exciting stages, on your way to saving Maggie 
and Jack from the clutches of Captain Hook. 

This game is completely different from the 
NES and Game Boy versions and, in my 
opinion, lr s much better than those earlier efforts. It’s a straight¬ 
forward action game with great graphics and fun characters. 

Hook for the Super NES is leagues above the 
other versions of the game. While the play 
control seems a little slow to respond at times, everything else 
is top norch. 


Peter Pan attempts to save his children from the evil Hook 


MONOPOLY 


This faithful rendition of the classic board game is very close 
in design to the recent NES version. You throw the video dice 
and make the business decisions while the program keeps track 
of your playing piece, property and money. Animated scenes 
following the results of every throw of the dice keep things 
interesting. 


r r n npr a Because of the fast pace, the computer-con- 

trolled players and the great animation, I would 
say that this game is even more fun and exciting to play than 
the original. 

ROB I ^ m s°* n s to ^ ave to f° rec i ose on c ^* s g amc - 

nup i There doesn’t seem to be a reason to me to step 
up to the Super NES version of this game when you can just 
play the board game or the NES or Game Boy versions. 


SOUL BLAZER 


Monsters have taken over a mythical land. By destroying the 
monster lairs you can bring back the inhabitants and build¬ 
ings, one at a time. As the townspeople reappear, you can 
consult them for clues and special items. 

102 NINTENDO POWER 


PrcnnrC t ®* azcr * sn>t 4 ulCe ^ ActRaiser sequel 

J that I was hoping for, but it does get very 

interesting after a few playing sessions 


The idea of revealing a mystciy piece by piece 
is very appealing to me. It makes the game a lot 


ROB 

of fun to play and Link-like, in a way. 


STRIKE GUNNER 


This two-player simultaneous shoor- em-up features an over¬ 
head view and eight long stages. Choose from 15 special 
weapons, including Spray Missiles, Laser Cannons and Pho¬ 
ton Torpedoes, and take off for enemy-blasting action. A 
single player can use a single ship or join two ships together for 
twice the firepower. 


PFflRPF I This mindless shooter is similar in style to a lot 
J of other games that have already been released 
for the Super NES, NES and Gamc Boy. I like playing the 
game, but it’s not very original. 



R nn I It’s overhead blaster number 1,084. This con- 
nUP " cept is gerting very tiring. For what it is, 
though, Strike Gunner is well done. 


Blosl big enemy ships in o solo mission or with o partner in Strike Gunner 


Namco, developers of the classic RBI Baseball bring you Super 
Batter Up. It includes teams from every Major League Base¬ 
ball city, along with actual player names and statistics. The 
action is fast and easy ro control and games progress at a steady 
pace. It’s solid, no frills baseball. 


SUPER BATTER UP 


This is my favorite of ail of the Super NES 
Baseball games that have been released so far. 
It’s not flashy, but it is good, solid baseball action. 



RflR I The graphics aren’t spectacular, but every- 
nuL> ^ thing else about this game is. 



Super Bolter Up offers no frills Baseball wilh big name players 


SUPER BUSTER BROS. 


Spheres bounce off the walls, floors and ceilings of single 
screen rooms in this fast-paced puzzler. By hitting the spheres 
with a grappling hook-like tool, you can break them into 
smaller spheres until they disappear. 

This gamc is very simple in concept and probably 
not one that I would want to play for hours. 


GEORGE 










































ROB 


j Super Buster Bros, is very enjoyable and fast 


moving. As a fan of puzzle games, I could see 


wanting to play this one a lot 



Bust a bunch of moving spheres in Super Buster Eros. 


The opinions of Fiob and George 
do not reflect the opinions of 
Nintendo Power Magazine or 
Nintendo of America Inc. 



YOUR GUIDE TO THE LATEST RELEASES 



GAME BOY TITLE 

COMPANY 

PLAY INFO 

POWER METIft RATINGS 

G P C T 

GAME TYPE 

BARBIE GAME GIRL 

HI TECH 

IP 

3.3 

3.2 

3.1 

3.3 

3.2 

COMIC ACTION 

DIG DUG 

NAMCO 

IP 

2.9 

3.3 

3.2 

ARCADE CLASSIC 

DR. FRANKEN 

KEMCO 

TAITO 

IP/PASS| 

3.B 

3.0 

3.4 

3.7 

GHOULISH ADV 

THE JETSONS: ROBOT PANIC 

IP 

3.S 

3.4 

3.3 

3.8 

COMIC ACTION 

KINGDOM CRUSADE ELECTRO BRAIN IP 

3.3 

3.2 

3.S 

3.6 

BATTLE STRATEGY 

[ SPY VS. SPY-OPERATION: BOOBYTRAP KEMCO 

2P-5/MSS 

3.3 

3.0 

3.0 

3.2 

COMIC ACTION 





You can get the most aut of our 
game chart by understanding 
the categories. Title, Company 
ond Gome Type ore self 
explanatory. Use this Key to 
understand Play Infa and the 
voluable Power Meter ratings. 


PLAY INFO 

Games are mode to be ployed with as many 
as eight players. Some also employ a battery 
ar password ta save gam e play data. 

#P=NUMBER OF PLAYERS 
S = SIMULTANEOUS 
A=ALTERNATING 
BATT = BATTERY 
PASS = PASSWORD 


POWER MEIER 

The Pros at Nintendo HQ rate 
each new game. Ratings are 
from 1 (poor) ta 5 [excellent) in 
four different categories. 

G = GRAPHICS AND SOUND 
P = PLAY CONTROL 
C = CHALLENGE 
T = THEME AND FUN 
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SEPTEMBER 
1992 


A Link to the Post continues its rompoge ond demolishes the Super NES competition ot the Deoler 
level. This should be o common occurrence for quite some time. Each cotegory hos shuffled o bit 
this month, but there weren't ony mojor chonges. 






817 

POINTS 


4 MONTHS 



SUPER MARIO B^OS. 3 6 


POINTS 




t r r f r 
nrrrrrrr 

t 

mwr mWtr-r 

i*rj 



Top of the heap again? 
Ycsiree Bob! It stems like a 
ritual, but the Mario Bros, 
sincerely enjoy being there. 


L_ 


7 


4.636 I 
POINTS 


nr^s; 

9 POINTS J 


TECMO SUPER BOWL 
FINAL FANTASY 
DR. MARIO 
TETRIS 


. THE MANHATTAN PROJECT 

The Turtle gang from NYC ( l 1 k5?nts 
makes a fairly impressive 
jump...straight past the ever 
present amphibian competi¬ 


tion. 


BAHLETOADS 



Also leaping up from last 
month, the ‘T’oaas have made 
another big impression with 
the immense legion of 
Players. 


Pious] MEGS MSN I 

DRSGON WARRIOR I 
112 &R1 MEGS MSN 
13 kw CASTLEVANIA1: m> s test 

(ELDS I: THE mm Si LINK 

MEGA MAN 1 
SUPER MARIO BROS. 2 


14 


2,518 

POINTS 


f j C 2.458 
I I O POINTS 


16 





n 2]325 7] 
1 / POINTS 



6,738 

I POINTS 


MEGA MAN E l 

Mega Man had to sit and 
watch seven of his green 
friends jump right over 
him this month. 



6,114 

.POINTS 


THE LEGEND OF 2ELDA 

This game has been on 
the charts for four years 
and it s still going strong! 
Legendary is the word. 


(1 8 PC5?Nt7 


TMNTI: THE AIICADE GAME 

METROID 


(19 EEENASE MUTANT NINJA TURTLES 
(201® LITTLE NEMO THE DREAM MASTER 


104 NINTENDO POWER 

























































































® 20 


SUPER NES 


THE LEGEND OF ZELDA 




it 

9 MONTHS 

l 

8,513 

POINTS 

1 9 MONTHS 


6,330 

POINTS 


nr i 


A LINK TO 
THE PAST 

Forget abour it! This is the 
Super NES game to have 
You'll be instantly hooked if 
you play it. ‘Nuffsatd 


4,294 

POINTS 


FINAL FIGHT 


SUPER CASTLEVANIA 


SUPER MARIO WORLD 


3 

2 __ 

mUT) WWF SUPER WRESTLEMANIA 

9~^1 ACTRAISER 


L, f 


It 


Who’s rhe best Super Mano 
World player out there? How 
fast can you guide Mario to 
meet up with Bowser? 


10 SIMCITY 
1] PILOTWINGS 


12 STREET FIGHTER n: T KS" 


9 MONTHS 


F-ZERO 



This game was locked in at 
#2 for six months and has 
been at #4 for three months 
It’s a very steady performed 


13 JHI SUPER GHOULS ’H GHOSTS 
[14 SUPER ADVENTURE ISLAND 
fi5&Siri TOP GEAR 
16 SI LEMMINGS 



CONTRA PJP 

This great new game has 
steadily made its way 
into the upper regions of 
the charts. Check it out! 



FINAL FANTASY E B 


17 POMS THE ADDAMS FAMILY 

SUPER SOCCER 


Here’s another example of 
a great game which has 
been hanging around the 
top slots for nine months 


19 


1,768 
POINTS 


9(1 1-600 
£Ai POINTS 


U.N. SQUADRON 
MARIO PAINT 




GAME BOY 


< 



METROID H:”"""' 


SAMUS 



resur. 


rgcncc of nasty 
Metroids kept Players busy 
guiding Samus through the 
dark caverns and caves of 
planet SR388. 

SUPER MARIO LAND 

f i* Shppmg a bit, but still in the 
hunt, Mario looks forward to 
getting his second Game Boy 
adventure onto the charts 


(_6 F&?NTs] 
058~ 

8 


POINTS 


3,758 

POINTS 



9 POINTS 1 

1 10 ioi'nIT] 

mm] 

12 


3,123 1 

POINTS I 


19 2,995 
Id POINTS 


14 P 2 0 r 


NTS 


10 MONTHS 


BATTLETOADS 

1 ,Jt ‘Toads arc still planted at 11 g 

#3. They just need some ~ —' 

more time to plot strategies 
for ujiward mobility. 



16 POINTS 


■ 


FINAL RINTASY ADVEKIURE 

Light Warriors of the 

1 ■ 


4,587 

POINTS 

small screen continue to 
seek out new companions 
on this fantasy quest. 

4,437 

i POINTS 






, IN DR WILY'S 
, REVENGE 

Mega Man was hangin* 
out in the #7 slot for a 
couple of months, but he’s 
back in the top 5 now 1 


f-H 2,276 
I / JOINTS 


18 && 
19 


1,743 

POINTS 
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DR. MARIO 

THE SIMPSONS: bumotm 

TMNT IIlOACK FROM THE SEWERS 
BATMAN: RETURN OF THE I0HER 

CASTLEVANIA I 

TMNT: FAIL OF THE FOOT CLAN 

FINAL FANTASY LEGEND H 
FINAL FANTASY LEGEND 
OPERATION C 
FACE6ALL 2000 
KID ICARUS 

TERMINATOR 2: judgment day 
SUPER R.C. PRO-AM 
CASTLEVANIA: the aoventure 
DOUBLE DRAGON I 
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TAKE 5 3. Dragon Warrior 

1 —* 

The readers of Nintendo Power A m* • r il n iai ■ TT 

have voted these games to be their j B FlHal FafltaSV 4- D [30011 WafflOr 11 

Top 5 NES Role Playing games. Cast 1 

a vote for your favorites in the 
Player’s Poll this month. 


Dragon Warrior m 5. Crystalis 


106 NINTENDO POWER 
























































































NP: IIow arc you similar to Tim 
Taylor, the character you play on 
“Home Improvement?” 

TA: Tim Taylor’s character incorpo¬ 
rates a lot of the things I really love 
Ho we vet, I have to go through a few 
stages to become Tim Taylor. Tim 
Taylor is really a rarified Tim Allen. 

NP; Where do you enjoy playing 
Nintendo games? 

TA: I enjoy playing Game Boy with the 
kids on the set of “Home 
Improvement” during the downtime, 
which I don’t seem to have much of any 
more. But I really prefer playing at 
borne, where I can play the race car 
games on a large screen television. ” 

NP: What is yout favotite Nintendo 
game? 

TA: I really like the original Super 
Mario Bros., which we often played 
until we were stumped and couldn’t go 
any further, that sometimes being two 
or three in the morning. I still remem¬ 
ber how the Mario Bros, music contin¬ 
ued to pop into my head and remain 
there for hours. Oh no, it’s all coming 
back to me now., argh, argh, argh. 

NP: Do you really believe it when you 
say that “all men are pigs?” 

TA: No, but I derive my comedy from a 
premise set forth by my mother that all 
men are grunting, neanderthal pigs 
capable of nothing more than lawn care 
and vehicle maintenance. 

NP: If Nintendo were to create a video 
game specifically designed for you, what 
would the title and the objective of the 
game be? 

TA: Wow, my own game, huh? The 
title of the game would be “More 




/ ft Tim Alien had his way, instead of saving the Princess, Mands 
adventures would lead him from home to home , repairing and 
rewiring, in hopes of hang a guest on Bob Villas home ftx-it- 
up show Yet, as one of the country) premiere comedians and star of 
the hit show ‘Home Improvement ," Tim Allen has not only built, 
but also climbed the bidder of success. A skilled craftsman m his own 
right, Tim continues to build a loyal following with each install¬ 
ment of tips on “Home Improvement, ” which will air on 
Wednesdays at 9:00 p m. on ABC for the Fall Season 



Power,” and the objective would be to 
successfully rewire and repair equip¬ 
ment. 1 would go from home to home 
fixing windows, doors and other house¬ 
hold items, and at the end, instead of 
saving the Princess, I’d get to be a guest 
on the Bob Villa Show 
NP: How would you turn up the power 
of your Nintendo system? 

'FA: You’ve got to have some way to 
hook it up to turbo combustion 
Thcres just no better way. Mario would 
be moving so fast he’d actually step out 
of the screen, pull out his power drill 
and go crazy fixing things in your house 
that needed repairing. This, my friend, 
is playmg with power! 

NP: As the host of a home repait show, 
what is your favorite tool? 

TA: My favorite tool is the Makita 720 
top-of-the-line cordless drill My wife, 
who’s really good with the 720, and 1 
do a lot of work around the house 
together. I only wish there was a Makita 
cordless vacuum cleaner. 

NP? What is your funniest off-cameta 
moment on the set? 

TA: The funmesr experience was during 
the filming of a bowling episode when I 
snuck a weightless bowling ball into the 
taping of the show, sending it 45 feet in 
midair. Everyone left the studio .scream¬ 
ing and hollering. 

NP: As you know, Mario is the ultimate 
plumber of the video game world. How 
would you incorporate a Makita or two 
into his adventure's? 

TA; Mario ? Makita-* Well, Mario would 
have the ability to reduce or enlarge the 


size of his Makita power drill from 
portable to turbo life-size depending on 
how many power ups” he has accumu¬ 
lated. When the dtill is small, he can 
give it orders or wear it in his tool belt. 
If he needs to escape from enemies, he 
can turn the drill into a life-size, turbo 
power drill, and jump safely inside Or 
he can just drill them to the wall argh, 
argh, argh 

NP: Do you have any advice for 
Nintendo players? 

TA: I truly enjoy playing Nintendo 
g;unes, and advocate doing so as long as 
plenty of time is still reserved for read¬ 
ing, even if it’s a book about Nintendo 
Reading really is a wonderful habit that, 
unlike drugs, enlightens us about life 
itself and the world we live in 



Tim Allen, armed with the fastest cordless drill in the 
West, practices his draw op the set of '"Home 
Improvement 
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A LOOK INTO 
THE GAMES OF 
THE FUTURE 


■P’ RoadRunner's Oeaih Valle,Rail, SUNSOFT 


Thanks to SunSoft, 
RoadRunner and Wile E. Coyote will 
soon be yours to control m a supet-fast- 
action game that rivals the classic cat- 
toon for fun. This Pak Watcher was 
blown away by how closely the graphics 
matched the cartoon. SunSoft actually 
tested early versions of the game by 




placing it beside a video taped cartoon.. .and 
people couldn’t tell the difference! But 
gtaphics aren't everything. This game 
also captutes the visual pratfalls of Wile 
E Coyote’s doomed attempts to catch 
the RoadRunner. Not only does Wile E. 
Coyote come after you on his ACME 
steamroller (to name just one trap), a 




series of comic events will be set tn motion 
that tesult in some absurd demise of 
WileE. On the action front, RoadRunnet 
may soon become the fastest critter in 
video games. It’s all you can do to read 
the toad signs as the supersonic speed- 
ster blurs on by. The Pak Watch predic¬ 
tion is that this game will be big. 
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Super Star Wars lucasarts 


1 


A couple of 
months ago Pak Watch reported on an 
early vetsion of this Supet NES action 
game from Sculptured Software and 
Lucasarts CJames. Since then, we’ve been 
playing a nearly completed version of 
the game, and it lives up to the Lucas 
standard of excellence. The Supet NES 
format allows an almost cinematic play¬ 
ing experience, combining superior 


graphics, Mode 7 effects and the great 
musical score from the movie This game 
is action all the way, but the action blends 
with the familiar events of Star Wars. For 
instance, when it’s time to attack the 
Death Stat, you’ll fly an X-Wing into 
the fray, and when a brawl erupts in the 
Cantina, you’ll mix it up with blasters. 
You can also use Han Solo or Chewbacca 
as your action charactet once they’ve 


joined you in Mos Eisley. The sound 
effects, like the buzzing of the light 
saber, were digitally sampled from the 
movie and add even more realism to the 
experience. The Mode 7 effects include 
driving a land speeder over the desert 
with a 3D, behind the vehicle view. What 
more is there? Fourteen stages, a pass¬ 
word, aliens everywhere and a universe 
far far away 



q an* 








There’s nothing 
new about Bart being in trouble, but 
just about everything else in this Super 
NES action game from Acclaim is new 
The imaginative twists and turns of the 
TV shows are everywhere in this game, 
from Bart appearing as Indiana Jones to 
Bart becoming a giant, city-stomping 
Bartzilla. The action is completely dif¬ 
ferent in each stage. The development 
team worked closely with series creator. 
Mart Greening, to recreate the irreverent 
Banish flavor, and the tesult impressed 
this Pak Watcher no end. 


Bart’s Nightmare acclaim 
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Super Batter Up namco 


Namco’s 

Super Batter Up comes from the 
developers of RBI Baseball. Ia Japan, 
this scries has sold over 8 million copies. 
This Super NES version has been 
adapted for the U.S. with realistic look¬ 
ing players and animation. It contains 
all the major league players from the 91 
season and utilizes their stats to create 
computer clones that share the real play¬ 
ers’ strengths. Look for good control, 
especially on defense. Other options 
include length of game, choice of sta¬ 
dium, passwords, and league play. 


A 


m\ & 


Wing Commander mindscape 


rAUimiAn Tbis spacc , 

combat simulation should be out for 
the Super NES by the holidays. 
Mindscape has adapted their award¬ 
winning game to the Super NES, keep¬ 
ing intact the first-person, 3-D views of 
the Origin classic. Not only do you 
fight aliens in ship-to-ship dogfights, 
you’ll also follow a story that is told in 
animated cinema scenes, which makes 
this game more of an adventure than a 


straight simulation. 

Mindscape (a.k.a. The Software 
Toolworks) has a number of other inter¬ 
esting games in the works for this fall. 
Pak Watch has been told that Cal Ripken 
Jr. Baseball is a truc-to-the-game Super 
NES title. The emphasis in this baseball 
game is on control and realism. A little 
less down to earth is Gods—an action 
game that takes place in four cities. Your 
warrior must defeat enemies and solve 


puzzle traps devised by cunning gods. 
Speedball 2, a futuristic cross between 
rollerbail, football and soccer. Xenon II, 
a vertical scrolling shooter, and Battle¬ 
ship, the classic board game, are all in 
the works for Game Boy. Bartleship 
should be a perfect choice for Game 
Linking. Finally, the original Termina¬ 
tor movie will become an action game 
with side-scrolling, fighting action and 
-driving scenes. 
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► WWF ; Steel Cage Challenge 


The WWF and LJN are 
back with another heavyweight wres¬ 
tling game for the NES. Ten of your 
favorite wrestlers can take part in One 
vs. computer, Two player simultaneous, 
Regular, Tag or Cage matches. In the 
Cage Match, you can’t let your oppo¬ 
nent climb out of the cage. The com¬ 
puter opponents look good and can be 
a challenge, but the real fun comes in 
two-player interaction. Fans of the 
WWF won’t be disappointed. 


LJN 


A 


Ml 


A 
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Dragon Warrior IV 


ENIX 




The latest epi¬ 
sode in the Dragon Warrior epic is 
about to hit the stores. Enix is releasing 
the American version of the top selling 
Japanese RPG in the next month or so, 
and it is a big one. If you’ve played 


Dragon Warrior, imagine a world many 
times larger and you’ll begin to glimpse 
what Dragon Wamor IVcontains. As you 
should expect in a Dragon Warriot game, 
you’ll have to fight many battles to in¬ 
crease your levels of strength and magic. 


One drawback is the simplistic graphics 
and the use of colors for characters that 
make them vanish against certain back¬ 
grounds On die positive side, you’ll ex¬ 
plore a vast world, command up to nine 
party members and find new treasures. 






F-117 A Stealth Fighter microprose 


Microprose didn't pull any 
punches when it came to programming 
in game scenarios fot F-117A Stealth 
Fighter. The missions include such world 
hot spots as Libya, Israel, Russia, Korea 
and Cuba. As the pilot of this ultra¬ 
modern combat aiccraft, you’ll have to 
penetrate hostile air space, bomb pre¬ 
selected targets, fight off interceptors 
and return safely to base. The cockpit 
view includes heads-up tactical display 
and full instrumentation, including ra¬ 
dar. Missions include both bombing 
targets and aerial dogfighting. 
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LJN Sports Central 


Roger Clemens MVP Base¬ 
ball is a soon-to-be released Game Boy 
title with some interesting options. Dur¬ 
ing the game, you can get advice from 
“The Rocket” himself, check the status of 
your pitcher and bull pen and look at the 
scoreboard. Although the teams are fic¬ 


tional, the cities correspond to real ALand 
NL teams, and there is a password to keep 
track of your progress. Probably the most 
impressive part of the game is the control 
youhaveover the pitches—fasr, slow, curve, 
change up, whatever. 

Six of die greatest WWF stars have 


been packed into WWF Superstars 2 from 
LJN. Wrestlers face off one-on-one, in tig 
team matches, or in a championship tour¬ 
nament. Play against the computer, or a 
friend via Game Link. There are three 
levels of difficulty to keep things interest¬ 
ing no marrer how good you get. 



Rogur Clemens MVP Baseball 


MIX UP THE SPEED 
AND LOCATION OF 
VOUR PITCHES TO 
THROM OFF A 
A IT ERLS RHYTIM. 


Roger Clemens 'MVP Baseball 




WWF Superstars 2 



Looney Tunes 


SUNSOFT 


Bugs Bunny, Daffy Duck, 
Sylvester, Tweety, Yosemite Sam and 
orher Looney Tunes characters will be 
making their mark on Game Boy later 
this Fall when Sunsofr releases Looney 
Tunes. This is a side-scrolling action 
game with bosses ar the end of each stage. 
You’ll have a different Looney Tunes 
hero as your character for the different 
stages. This Pak Watcher thought it was 
fim, fast, and not too rough. 





The Flintstones 


TAITO 


Fred is seeking a treasure 
ro give Wilma for their anniversary in 
this Game Boy action game from Taito. 
This Pak Watcher had fun hopping and 
bopping. There’s a lot of both activities 
in this game. Fred’s main action seems 
to be throwing a stone hatchet, which 
temporarily stuns prehisroric critters, 
which allows Fred to hop on them. One 
of the highlights is that you can get 
Dino and ride around on him. 
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JAPAN WATCH 


Wizardry for the Famicom sysrem is a megahit in Japan. Now Wizardry for the 
Super Famicom promises the same RPG depth with better graphics, sound and 
effects. Another added incentive for Wizardry fans is that the 16-bit game might 
come with a device that allows you to transfer your built up character data from the 
Famicom version of rhe game to the new Super Farm Pak. A neat idea 

Bar Code Batrlc may be one of rhe most unique ideas ever. The battle game comes 
with a bar code reading device. You can read any bar code from any package to 
produce the basic characteristics ofyour character. Now aversion of Bar Code Bartlc 
is being developed for use with the Super Famicom. 

Finally, Ogre Batrlc ffomQucsr is agreat looking RPG with a huge ovcrworld and 
3D, Populous-type barrle graphics for the Super Famicom. 



GOSSIP GALORE 


The Pak Watch desk starts getting pretty crowded with new games this time of 
year. Here’s a sample. Road Riot, the arcade hit, has been convened inro a fun two- 
player Super NES game by I*HQ Games. On the Iowa course, warch out for cows! 
I he Hunr For Red October, Super NES version, is making progress. Hi-Tech sent 
Pak Watch an early ROM thar demonstrared the periscope view of the game. ’Hunt’ 
will also have a Super Scope oprion. Crash Dummies from Acclaim is coming out for 
both the NES and Game Boy. Phalanx, a super speedy space shooter from Kcmco, 
is packed full of secret areas. King of the Monsters, a Super NES game from Takara, 
uses big monster characters in a monstet-wrcstling mass'desrruction game in which 
cities get flattened. Culture Brain’s Golden Fighter is another street fighrmg, martial 
arts gang-busrer for the Super NES. Toxic Crusader from Bandai puts the environ¬ 
mental hero inro a Super NES mission where he must mop up polluters. Finally, 
Mysrical Quest: Starring Mickey Mouse from Capcom is the best looking Disney 
adventure ever, and Bionic Commando for Game Boy looks like a faithful adapration 
of the original NES game. 








Acs Harding: Lost In Las Vegas 

Crash Dummias 

Oregon Warrior IV 

F-117A Stealth Fighter 

Kmsty's Fun House 

Rocky 

WWF WrestleMenia: Steel Cage 
Challenge 




SUPER NES 


Axelay 

Bart's Nightmare 
Cal Ripken Jr. Baseb*ill 
Chuck Rock 
The Dual: T est Drive II 
Equinox 
Family Dog 
Gods 

The irem Skins Gama 
James Bond Jr. 

Out of This World 
Rmdrunner's 
Death Valley Rally 
Rocky & Bullwinkle 
Super Double Dragon 
Super Faceball 2000 
Super Mario Kart 
Super Play Action Football 
Super Star Wars 
Ultrabots: Sanction Earth 

p 

Universal Soldier 



GAME BOY 


Battleship 
Bionic Commando 
Crash Dummies 
Flintstones 
Looney Tunes 

Roger Clemens MVP Baseball 

Speed bell 2 

Spider-Mon 2 

Super Merio Lend 2 

Tom and Jerry 

Xenon tt 

Universal Soldier 





























































BACK ISSUES 


NEXT ISSUE 

COMING NEXT MONTH IN VOLUME 41 


BIONIC COMMANDO 

i he classic NES game finds new life in us Game Boy adaptation 
from Capcom Look for intrigue, action and hi-tech toys in this 
mission to save the world . for die second time. 



ADVENTURE ISLAND IQ 

Whether he’s riding a skateboard or a dinosaur, Master Higgins, 
rhe ultimate island hopper, is back in action. Join him to hunt 
for treasure and secrets. 



OUT OF THIf WORLD 


Experience the alternate world where Lester Knight Chaykin has 
been transported. Spectacular graphics and a super Sa-fi story 
make this Interplay game one-of-a-kind 



SUPER MARIO KART 

Mano and friends hit the road, and each other, for some friendly 
bumper bashing acnon at high speeds. Will you race against the 
pack or chase and attack? The choice is yours. 



These Nintendo Powtir back issues are available 
individually Add them to your collection* They can 
to in these excihna reviews 

Volume 28 (Sept. *91) Super Maria World, Star 
Wars, Smash TV, Kick Master. 

Volume 29 (Oct. *91) Star Trek, F-Zero, Metroid, 
Shatterhand, Roger Clemens MVP Baseball 
Volume 30 (Nov *91) Final Fantasy Q, Tom & 
jerry, Where In Time Is Carmen Sandiego?, 
Flints tones, Ultimate Air Combat. 

Volume 31 (Dec. '9 1 ) Tiny Toon Adventures, 
Batman: Return of the joker, ActRaiscr, Metroid 
11. Return of Samus (Game Boy) 

Volume 32 (Jan '92) Mega Man EZ, Monster In 
My Packet, Ttcmu Super Bowl 
Volume 33 (Feb *92). TMNT 01- The Manhattan 
Project, The Simpsons: Bart vs The World, 
Rampart, Gl Joe. The Atlantis Factor. 

Volume 34 (Mar *92): The Empire Strikes Back, 
Terminator 2, Nightshade, McKids, Lemmings, 
Zelda. A Lank To The Past 
Volume 35 (Apr ’92) Captain America & The 
Avengers, T&C 2: Thrllla’s Surfari, Yoshl. 
Volume 36 (May ’92) Darkwing Duck, Wacky 
Races, RoboCop 3, Work Boy, Super Adventure 
Island, Contra ID, Xardion, Super Soccer. 
Volume 37 (June ’92)- Lemmings (NES), 
Dragonstrike, Stanley: Search for Dr. Livingston, 
Arcana, Krusty’s Fun House, Top Gear, FI ROC. 
Volume 38 (July’92) Panic Restaurant, Gold 
Medal Challenge, Might 8c Magic, Toxic 
Crusaders, Street Fighter Q, NCAA BasketbalL 
Volume 39 (August 92)’ Gargoylas’ Quest Q, 
Casino Kid 2, Contra Force, Kirby'* Dream 
Land, TMNT HZ, Wings 2, Mario Paint. 

Use ihc Bock Issue/Tip Book Order Form in this issue 
to order bock issues, or coll our Consumer Service 
department at 1 800 255-3700 to order them by 
phone with VISA or Mastercard 


SPECIAL OFFERS 


Issues from our hrsl two years are available 
only in special collector’s sols You won’t find 
ihrse extremely helpful issues at newsstands 1 

Sup«r Mono 8ros 2 
Nm |0 Goiden 
Cestlevomo D 
Simon’s Quest 
Zelda H Tha 
Adventures oF Link 
TMNT 

Volumes 1 through 6 featuring classic games are 
included in the First-Year Set 

Mega Mon D 
Dragon Warrior 
Super Maria 8ras 3 
Tains 
8atman 
Final Fantasy 

Six af the mast popular NES games af all time 
are fealured in Volumes 7 through ' 2 

3RD YEAR SET NOW AVAILABLEi 


STRATEGY GUIDES 
AND TIP BOOKS 


Nintendo Power 5 Strategy Guides and lip books cov¬ 
er some of the most popular games ever and contain 
the most complete information If you like these games 
and want to know every single detail about them— 
these Strategy Guides are definitely Hie way to go 1 

STRATEGY GUIDES: 

Super Mona Bros 3 
Ninp Goiden H 
Final Fantasy 
4-Player Extra 

TIP BOOKS: 

The Legend af 7e*da Tips and Tactics 
How to Win at Super Mono Bros 

Use the Bock Issue/Tp Book Order Form in this issue 
to order Tip Books and Strategy Guides, or call our 
Consumer Service department al 1 800 255 3700 to 
order them by phone wilh VISA or Mastercard 
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PLAYER S GUIDES 





Comprehensive 
coverage af 1 36 Game 
Boy titles This is by far the best 
source of information for Game boy 


THE ploce to find the tnside story 
on Mono, plus a whopping 140-poge 
review of Super Mono World for 
the Super NE$ 


This super 

guide gives you information 
on 55 Super NES titles and detailed reviews 
of *9 spedaculor gomes 1 


Get 
the inside 
scoop an 18 af the 
hottest NES gomes ever 
released Think af it as your road 
map to NES success! 


1ELDA PLAYERS GUIDE 

THE COMPLETE SCOOP ON A LINK TO THE PAST 


Have you finished the game yet? Maybe you have, 
but do you know everything about it? Our new 
Player's Guide gives you all of the important infor¬ 
mation about A Link To The Past. You'll get much 
more than just straight game play information. It 
goes as far as educating the reader about the history 
of the Hyrulian culture. This is a must-have book 
for all Zelda fans! 




THIS 168-PAGE GUIDE IS AVAILABLE NOW! 
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Our goaf is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 


Wo am only interested fa preserving classic magazines 

that are at leasts years out of print 

We have no desire or Intention to profit from these fa any way. 

So please. If you come acmes people trying to aeti these releases, don't support them! 


Thank You and ENJOY! 



